cas FE 


SSNS ACMA AIOE 


Oh ee bl ie te lea ee einninies f 


r 
§ 

’ 
A 
a} 
4 

4 


Oy eee NEE ENE Re RNS a ee EL Oe. ee ASD DA SE et Oe ie 


QueneHes 


7, 
OR: 


eh 


lin. Bb 


~ 


KA, 


stley 


Pri 


a 


SS 


by K. 


oe 


mM 


AN bV1g. 


af 


Bas ed mM 


ee 


Beware the Lure 6 Chats, for tt lors already the secrets bf try ‘ 
soul, and awatt 4, whispering horrorsin the davkovess eS 


he 


“Ss ~ The Crossing of SECA stems Way off Se ees 


|The Legion of Azgorh (Chaos Dwarf Army List) mengetentetrteearnaaneeenie PO 


wg 


- ‘Author’s Afterword. 


Contents 


Chapter Cf REO RE nt OA US GR URNS Page 6 :. 
Chapter TCA: 9 a ae ne ee eS 27,1) 


Chapter Three srtnnnnnneninnntinnnininiininminnnninnnnnnnuneneee PAGE 36 


Chapter BEOEUN, ised sovsceogovondsossoashaheaossteaatictobestcoogescSeigusoes oS WBE S0 -aBiiehee eau Page 52 


Chapter Five Meninnniintinnnnniniininnntintinnnmsiinnnnnnunnnnninniinnennae PAGE 68 


Chapter SK errenrnrnninininigiainnnnnpenentinniientissnnttnrsttsenanntset PAGE 84 


CAMPAIGN eerernnnnnminnnenisingininninnnisnnuiinitigannnnianeestassat PAGE 104 


Altar of Battle meiaitnnpiinnitintecinnnninnnnsnieenininnsene PAGE 114 


» . The Conquest of GIAMES srrreeninieritieserinieennnertnnnnitennnniingnene PAGE 115 


snengious Page TI a 
The Tide of Ruin Sapilg igo Ses le Toi gu ae ae oat Page 117, 


Hater eeesaseeheseescceseees 


The Sundered PASS stnrrmensinitninnnenestntuinnpetnttistttiene Page 118 
The Battle of the Bloody LEVEES cirtnrtcstieiitinirerrnnrtinninnenenersie PAGE 120 
Chaos Bestiary ..aceiee sw sip coe 


“* 


sestennsaeetpertennssnsnvecenentcenuntesnsesstgareeestneeeseee PAGE 124 
Chaos Army Lippe de oy Ce acc, ee Page 138 


Empire Bestia y orrinmnmntinttn ir tnnnjiiinirnmresnnesnnennnmnn PAGE 146 — 
Empire Army List Appendix 
Chaos Dwarf Bestiary 


ra 


SPPeereeeeessseveseessesseeeberereversoreveresecessscceescececerecsccsaces 


“rnrtnnnneniennnengonteensneenreteeernntesssniareremnerrtnens PAGS 1B" 


Scrolls of Binding 


SLLMPC SORE DCC Cee ose eenees sees er enetoseceeabeseoesensetarisenerodcones®, 


Ps « 


sainnisesinennnninnscinmmnictninnet ROBE 


yet 7 Honoured Masters, 


Fiechmar Vanic is dead. 1 have the pleasure to report that the renegade — whose continued life has long 
been a thorn in the side of our most august college — is no more. 1 took his life personally following a battle fust 
Nees outside the village of Gunnertag between his own forces — a mixture of degenerate cultists and duped villagers 
| fer the main, who he had suborned and corrupted under the alias of a Witchhunter come to rid them of the very 
~ Ruinous Powers he in truth so willingly served. My army — such as it was — was formed from a been of 
state troops from the nearby fort at Breganhal ond sua eos and zealots as 1 could stir up given the time. 


The battle itself was hardly the largest 1 have seen, but was bitterly contested and left the locality ie 
desolate and Gunnertag itself in flames, an outcome perhaps for the best given the vile proclivittes of Vanic and 
his followers. The renegade himself 1 caught attempting to flee the field wae the disciplined fire o Breganhal’s 
handgunners had ‘Finally turned the affair in our Fou and his own untamed confurations had turned upon 
him in misrule. It was with some satisfaction that 1 called upon the power of Ulgu to beset him and strangled 
Aim to death with the darkness of the very thorn thicket in which he sought to flee. 


’ 
Afterwards 1 had his body incinerated under the usual precautionary measures and set about the 
task of doing the same with his lair, which 1 had discovered in the cellars of the profaned shrine to Sigmar 
within the village. Here, along with the expected foul araphernalia of the cult-master, 1 uncovered a number 
aon of strange and forbidden manuscripts, w ich no eng constituted the Sorcerer’s arcane library of sorts. Among 
Se those more widely known blasphemous tracts and tomes such as Von Jhuntz’s Daemonaltria and the Red 
) Fragments of Cha’ham’bre the Mad and others that 1 shall not trouble to name, was a most singular and 
curious manuscript 1 have not encountered before. Bearing the eponymous title of ‘Tamurkhan or The Throne ge: 
of Chaos’ this strange work, extenstve in range and Sratgily illuminated takes as its subject the rise and fall of Clee 
the great warlord hae Northern Wastes vaguely known to Imperial scholars as having led a savage invasion of 4 & 
the Empire's sout! wt oa 


lands nearly a decade ago, to the great sorrow and desolation of Wissenla 


The work purports at least to have been penned by one actually within the ranks of the great and 
foul host, and as such 4 do not need to stress upon you, honoured masters its rarity or potential importance { 
genuine. The great foe is one whose malevolence we must suffer time and again, just as the hurricanes lash t 
isles of the western seas, and [ike those great storms to those that cling precariously to life in the sun-lands, 

we He each fresh calamity could be the end of us, Yet still we endure, the Empire endures, and long 
may it do so, 


This strange manuscript then could be of supreme Sgnificance, for it deals with events and peoples in 
the dark and BEG Gnd. Ge vencled ‘from oe yet ae i our troubles are born, a se 
fearn much from it. Or of course, it may also be no more than a tissue of fies and ‘fabrications, spewed from the 
forked tongues of the servants of Chaos to mislead and corrupt. 


I is for you, honoured masters, to decide. 


Your obedient servant 
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» surmounted it were well known, that many warlords and mighty 


_}n the Year of ‘the Crow in the sixth reign of the Black 
EMoitby the Norscan reckoning, the never-ending 
#tempest that crowns the storm that is known to men as 


the Realm of Chaos waxed gibbous and grasping. All 
across the north lands the earth shifted and moaned as if it 


were a sleeper beset by nightmares; battle-graves vomited forth their 


ungquiet dead, and she-beast and mortal woman alike were greatly 
blessed with the taint of Chaos in their birthings. All men knew 
that a time of great portents was at hand, and rumours spread like 
grassland fires of sundered prisons and baleful visitations, of great 
monsters bestirred from their slumbers in the caves and mires of the 
wastes, and of sorceries leaping eager into the minds of those with 
the wit to seize them. War was coming, as it had countless times 
before and would do so countless times again — red war the likes of 
which every Northman-be they Dolgan, Chi-An or Kharzag feels the 
calling of in their bones and cannot resist. War at the pleasure of the 
Chaos Gods. 


With the call to bartle tugging at their minds and souls, some wasted 
no time in falling first upon their own, striving in bloody combat 

to proye their worth before their tribe and their gods for the battles 
to come. Others, tormented by dreams and visions, quested alone, 
trayelling ever northward to where the world itself was ripped apart. 
Ofthesé dark pilgrims, some found paths to bleak and nightmarish 
shrines where they came to claim a blessing and pledge their'allegiance 
to one of the Great Powers, while many merely found death. 


Feeling the breath of Chaos at their neck and hearing its honeyed 
whispers of promises of their ascendancy and destruction in equal 
measure, many exalted champions and would-be warlords across the 
north lands bestirred themselyes for battle, For some the prospect 


of fighting familiar foes and settling ancient feuds was enough to 


call on their savagery and spur them to action alone, while others, 
superstitions and pious in their dark religion sought the favour 
of the gods by divining prophecies and the calling of daemonic 
summonings for lore and guidance as to where their blow should 
fall. Fickle and contradictory are the gods of Chaos, and treacherous 
their daemon-kin. For each visitation and augury was a different 
"answer given, and for each a different path to glory illuminated. 
“Yet within this cacophony of maddening lies, lickspirtle-truths and 
burning secrets, there were names and whispers that reverberated. 
anid echoed time and again to some — of The Everchosen Yer to. 


Rise, of Zanbaijin the Fallen City, the Serpent’s Moon and the Dez + 
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_. Soitea ¢ to pass in the Kurgan lands where the legend of the be 
blasted plateau of K’datha and the ancient ruins of Zanbaijin that 


4 
pions of Chaos were drawn to quest for its cold heights 
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_ Grail, of the Kingdom of Fire and Ash, and of the Throne'of Chaos 2 - “ 
4 — ofuundying dominion over the mortal world in-dacmon’s flesh ~ 4) 
4 prize fipe for the raking. af 


~ head vultures whirled on wings of fame. 
“compared to the other greater forces, the 


at its summit. Zanbaijin — the Fallen City was older than Man, and 
had long served as an arena where the Chaos Gods watched their _ 
mortal followers vie for their favour in violent conflict. When the a) 
Champions and their armies came to battle here each hoped to Prove 
their worth and the superiority of their patron over all others, and 

now would be no exception. A Champion who was a victor here 
would be marked for greatness, and by ancient tradition become 

master of those they vanquished. The fame of such a warlord would 
spread throughout the Northern Wastes, and many would flack to — 


their banner in promise of the glories to come. 


DEATH IN K’DATHA - y oy 
Eventually three mighty armies came to make war in the shadow oF zs 
the timeless twisted pillars of Zanbaijin. First from the west came; 
the brazen-armoured warriors of Hakka the Aesling, his axe-men_ 
drawn up in brutal column, cach accompanied by packs of blood- 7 
crazed Gore-spawn and flayed hounds snapping a theirleashes: 

From the-east came Sargath the Vain, horse-lord of the Yartsak, at 
whose bequest the paramours of Slaanesh danced, Sargath, though = 
but young in years was already a legend among his péeopleyand : 

his marauders and horse-mounted reavers were legion in number 

and weighed down with unfiatural appetites that huageredtobe 
satiated, From the south came the witch-cabal of Us Soulbane, > : 
Arch-Sorcerer and daémon-priest, at whose b theearth and® 
rocks themselves spat forth twisted killing 


many med 


its fanatic acolytes and sorcerers coulda 
number in combat. : 


Soon battle was joined and: b 
sword, fanged maw and bugn 
was shed in-profusioni 0: 
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THE DOOM OF THE GREAT KURGAN 

It was said that in ancient days, before even the Great Wall of 
the East was raised, or hammer-handed Sigmar rose in the 
verdant lands of the Reik, that there grew in the east, beyond the 
Mountains of Mourn, the mighty empire of Kurgan whose cruel 
dominion covered the vast steppe landsand ranged wide — an 
empire of swift horsemen, snarling beasts and dread sorceries that 
struck down its foes swifter than any arrow, and whose warriors’ 
blades were ever-wetted with blood. So mighty was this empire 
without fortress or border that its ruler was known only as the 
Great Kurgan, for hisdomain was nought but an extension of his 
will. By warand conquest the Great Kurgan gathered all of that 


‘ vast and warlike race that bore his name beneath hisyoke. Those 


who opposed him he crushed utterly. Those who threw themselves 
prostrate before his feet he made slaves. Only the mighty did he 
deemiworthy to recruit into the ranks of his vast host, and only 
before the gods of Chaos did he kneel. 


With anever ending hunger for power over the steppe lands and 
their people, the Great Kurgan prayed to the winds of thenorth, 
south, eastand west. He prayed to the earth and to the sky and 
to the rain. He prayed to the sun by day, and by night to the 
moon and to theblack moon that followed in its wake he gave up 
many offerings of captives and plunder. The Great Kurgan was 
inighty, but he knew the forces that ruled the insane realms of the 
Uttermost North were mightier yet — and so in pact with them he 
became bound, and power they had given him, andin his due he 
would not falter. The Great Kurgan had many wives, but they bad 
born him only four sons: four brothers 
who were fierce rivals for their 
father’s favorr and the glory 
of conquest, sons who had 
now come of age — sons 
promised to the 
Chaos Gods. 
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© _ the north. 


<> = But as for bis four sons, given over.to the Winds of Chaos, it was 
' said that the gods had other plans for these their playthings, and 
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One day the Great Kurgan drew his sons to him saying, ‘My sonss 
it has pleased the gods to give me dominion of all the lands of the 
Kurgan and far beyond. My realm runs far and my conquests have 
been many. Mighty armies of Men, Ores and Dwarfs [have driven 
before me, and I have heaped their dead in piles as high as the 
mountains to attest to my gloryin.the realms beyond. Never before 
have the Kurgan known such greatness, nor such glory in battle, 


U n 


and our name alone now strikes fear into the hearts of the world: 


The sons of the Great Kurgan cheered for they were eager to shed 
the blood of their father’s enemies, whoever they might be, but at 
that moment within the tent-city of the Kurgan a storm rupled 
to quell their laughter. A harrowing wind assailed We kurgan 


multitude, bringing with it strange scents of blood, rot, perfume. 
and scorching fire. At this omen all cast themselves upon the 


ground in obeisance be they warrior, sorcerer or slave, for the Y ye 
Chaos Gods were at hand. : A 


In the tent of the Great Kurgan, banners and traphies were cast - 
contemptuously down and the four sons were struck dumb with y 
Sear as their father fell to his knees knowingit was time to pay the 
heavy price that had been'set by the Chaos Gods for-his victories) 
Casting a bitter look upon his precious sons he said, “But forenh 
bargain, there is a price, and it is the gods’ pleasure to take froma 
man what he most treasures, though he might not know its value 
before it istoo late. And now I must pay my dues? 


£ se, 


‘ r o3 ome > 
The tent-city was suddenly filled with the minions of the Dark z 
Gods in all their endless variety. Daemons canie then, cavorting tes 
and savage, daemons of rot and slaughter, daemons of excess and 4 


transformation, come to collect their dye for a bargain paid in fill $R 
The Greater Gods of Chaos took the Great Kurgan'ssons from him, Mi 
Sour souls screaming as each was transfigured with the stigmata of 4 
each of the Great Kurgan’s patrons: Khorne —Gore-clad Lord of * 1% 
Battle, Nurgle — Corrupt Father of Plagues, Slaanésh — Prince 
of Fell Pleasures and Tzeentch — the Changer of the Ways. 


With his only sons taken the Great Kurgan shed no tears, but 
raised up his skull-chalice in thanksgiving to his masters, even 
though from that day after every victory would be a hollow one >for 
him and every pleasure would taste of ashes. The bargain complete, 
the fickle gods turned their attentions elsewhere, and met the Great 
Kurgan’s prayers with cold silence. Although still mighty, an ill- 

omened shade now befell the Great Kurgan, and men whispered é 
dark things at his passing and warriors made offerings to the gods — “i 
After his shadow fell over them to avoid his curse. . 


Soon, with no bloodline to follow him, intrigue and murder grew 
rife among his chieftains and sorcerers, each ying for their own 
glory and power now his succession was marked as ended. So it was‘ 
that in a handful of years did the Great Kurgan see his vaunted ¢ 
empire fall to ruin, its glory trampled into the dust. And when the 4 
Great Kiirgan finally fell, none would speak of his final fate, and. % 


so he became all-but-forgotten, a fireside legend among the thén of 


in time, each would have a fitting doom of their own, 


—— 
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from the depths of the Cold Mires — hungering Bile Trolls, worm- 
men.and hideous, nameless things dripping rot and slime. At the 
head of this monstrous horde was a rotted yet living cadaver astride 
a mighty Toad Dragon — a huge beast that shook the earth with 
cach bloated stride it took — a cadaver that called itself Tamurkhan 
the Maggot Lord, servant of the God of Pestilence and father of all 
diseases, Nurgle. 


THE ONSLAUGHT OF THE MAGGOT. LORD 
Like the other Chaos warlords, Tamurkhan had been drawn to 
K¢datha by the promises of power beyond mortal imagining, But 
: from the beginning, he amongst the four had been marked for glory 
by his patron god. As Tamurkhan had set out from his foetid lair, the 
Lord of Decay ~ the great and pestilential god Nurgle himself had 
sent forth a dark and noxious storm that howled and screamed before 
the rancid column of beasts and half-men he commanded, carrying 
the certain promise of death and ruin to follow. Whilst the moon 
had dwindled in the night sky the horde of Tamurkhan wound ever 
westward towards blasted K’datha where battle already raged. Drawn 
in his wake were many fierce warriors who owed fealty to the corrupt 
Father of Plagues, heedless of loyalty to tribe or warband, so highly 
blessed in Father Nurgle’s favour Tamurkhan clearly was. From all the 
domains of the north lands, champions of decay clamoured to the 
cavalcade of their new master and soon names already legend for the 
desolation they had wrought such as Kayzk the Befouled, master of 
am order of corrupt and rotted Chaos Knights, and the dragon-rider, 
Othbal Vipergur, came to pledge to him their filth-stained blades 
in allegiance. With every great warrior of renown came also a host 
of lesser fighters, tribesmen and sub-human dregs in profusion, and 
in places known for pestilence and corruption so many flocked to 
join the horde of Tamurkhan that where they marched the land was 
emptied by the cry to war. Most of those who rallied to the ragged 
banners of Nurgie were already marked by the rank favours of their 
patron lord, the god of plague and some were so corrupted by disease 
and disfiguremeht, they were barely recognisable as the broken 
remnants of men, yet all were eager to serve in their fashion. 


Tamurkhan’s coming to blasted Kdatha was heralded by dark signs 
and portents, and ¢yen as his mouldering host mounted thé passes to 
the plateau, the dead of batele that littered fallen Zanbaijin started to 
shudder and secthe with unholy life — not though the dark animation 
of necromancy, but with huge, bloated carrion flies that had bred in 
‘the rorted organs of the dead. The juddering corpses now burst forth 
in a hateful, biting swarm to cloud the skies in sickly clouds and fill 
the fallen city with their murmurous wing-beats. With this foul omen 
at hand, the witch-cult of Urak Soulbane, Acarnist of Tzeentch, fled 
Zanbaijin, spitting burning curses in their Wake — their master having 


~ divined of doom should he stay o fight, for the arch-cnemy’s our was 


hand; For the bitter rivals Sargath and Hakka and maby of the rest 

uld stay theifenmity, 

even the coming of this fourth host to co test the city.atid the hellish 
% rie sean 


it ie 


9a 


ea oA, 7 ori oF Ps SS 
ee - 


THE TRIBES OF CHAOS’ 


Wy they are first and foremost home to many ancient semi-nomadic 

= clans and tribes of humans known chiefly in the Old World 

9 as the Marauders of Chaos. These are a fierce, warlike people, cee 
and although there exists marked differences in appearance 

i, and culture between their individual tribes, they are without —— 

4 exception savage-hearted and touched by Chaos, both in body and Be 


soul. Only the strong prosper amongst their kind as war, hare 
and the continuous danger of living so close to the literal edge of 
Chaos take their toll and winnow out the weak and L foolish early 
on. Raised to survive in this harsh environment, there isnoman 
; 72or woman of the northern tribes that reaches adulthood without 
Sf having become inured to violence and horror, and whoisnot 
it filly prepared and skilled enough to take another's Life, either for 

| gain; honour or the glory of the Chaos Gods. To them the folk of 
by = the southern lands are weak and self-deluded wretches who place 

fy, value in petty godlings and follies of stone that they believe will 

B protect them from the oncoming storm. The common folk of other 
{/ lands are to them nothing but snivelling cowards who kneel to 
9. their masters — not to the strong by right of arms — but because 
by = they are little more than cattle, slaves in their souls to their soft 
‘priests and the demands of their grasping liar kings and lords, 
and therefore deserve no better than to be crushed by the strong. 


y 


6 Ta the tribes of the north, be they of the raven-haired Kurgan, the 
pale-skinned Norscans or the lithe Hung, power and might is all, ~ 
bf) and that a man or woman may carve such a legend for themselves 
Mj that they may be remembered in story and gain the favour of the 
Dark Gods is their greatest desire. Beyond the often tenuous links 
i of tribal affiliation, family and bloodline, they have little concept 
By of allegiance to state or nation, and certainly no loyalty save that 
| which they have given freely to a warlord or champion. These 


Wj (ties are strengthened only through victory and clear sign of the’ 
y favour of the gods, and will swiftly evaporate if they are a 
¥ or if their commander shows any sign of weakness. Even tw 
6 “heir own tribal groups, they will often fight to the death o 
y 
| 
¢ 


slights to their honour, petty inssillge— whether perceived 
9 — or simply to test and prove their martial prowess. They area 
nomadic people, who care little for borders, and simply u 
they want from other lands if they are strong 
it by longship raids in the case of the Norse, 0 
hooves as their tribes ride into battle, sweepi 
like a great swarm of locusts. 


Despite all of this, and the inbuman sa 
speaks of in more ‘civilised’ lands, the Mardude; 
Jol of the Old Word sind far Cathy 

| 4 human and an Elf or Ore, and 
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Here in the north, in the shadowed lands that lie within the grasp 
of the Realm of Chaos, the dark and ruinous Gods of Chaos, and 
’ * the sanity-blasting, flesh-warping influence of raw magic is as real 
and accepted a force in men’s lives as wind and rain, birth and death 
i 8 — they are both undeniable and indefatigable, To live under their 
gaze isto know the world remadle anew in nightmare at the whim 
of daemons, and to see all sense of permanency or control swept 
aside to satiate the appe. tites of the Chaos Gods and their myriad 
petty rivalries and insidious games, played out with Mankind 3 
as their favoured and chief gaming pieces. Confronted with sich 
malign omnipotence, the tribes of the north are both fearfil and 
devout, and seékto propitiate and gain the favour of the gods with 
appropriate sacrifices and deeds carried out in their honour, so 
to gin their favour or at least mollify their spite. In doing so, the 
strength of their belief and emotions complete thé circle and sustain 
the Chaos-Gods in power. 


) The wast majority of those men and women live and dié 
under the shadow of Chaos worship and revere each of 
the four greater powers: Khorne, Nurgle, Slaanesh and 
* Tzeentch in turn, as well as lesser and more numerails 
: daemons and spirits of Chaos to whom they have cofinection 
_ by bloodline, history, pact or place. Thusly might a waerior 
" pray to Khorne the Blood God for prowess and victory in 
battle, offer up sacrifices to Nurgle the Desolate One 
in time of famine or plague or to afflict their enemies, 5 
| Slaanesh the Decadent for plunder and for fulsome XN 
| feasting and celebration in victory, and to Tzeentch for ; 
: cunning and that the rage of storm and sea might submit 
; to their will. Every facet of the world and life belongs 
: in some way to one of the Gods of Chaos, and there 
are many among the tribes of the north who account it 
" suicidal folly to spurn one of the Great Powers their due. 
‘ Shereare however some who claim the patronage of a single 
, Chaos God, disavowing worship of all others in the name ofa 
| single, supreme master, and in return — and should their hellish 
divinity find them worthy — they miay be grarited the boon of an 
unholy pact which empowers and harnesses but the merest sliver of 
their god’s might and nature, but this alone is enough to set them 
apart from other men in strength and unnatiral abilities. Such.a 
pactis aperilous one for as power ts giver; so too is great risk, and 
the dark path of such devotiontan lead to the warrior being entirely 
fonsumed, body and soul, either becoming little more than a hollow 


| extension of Chaos’s immortal will orphysically devolving into a 
Mittated, mindless Spawn: 
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a, Sreatest staf these zealous devotees and god-sworn warriors 

es _willri riseto become the champions of Chaos —,warrior lords and 
“Sorcerers whose power and skill is all but unmatched in the world, 

= peerless killers and conquerors whose burning desire for dominion 

and ascendancy i: isfuelled and amplified by the immortal fury : 

pay ofthe Chaos Gods: Theirs is the will and fame that gathers-the 

auders and warriors of | the north into armies of such mettle > 

th ‘world trembles at thei-tread, theirs is the gaze that quells Rf 

ke, and theirs is the poe of the 
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folding within their ranks Giants, Trolls, Ogres and ather beasts 
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armies numbering in the thousands and even tens of thousands, 


too singular and horrific to have a common name. In doing so 
they may forge a force strong enough to challenge the very existence 
of the empires of the Old World. Then they pour down from the 
north to threaten every land and realm, bringing with them raw 


madness and merciless destruction in attaths some scholars know 
as the Great Incursions which occur when the power of C haos waxes 
Strong, Yet even for these few chosen sons and daughters the path is 
\adtreache ‘ous. one, for while cach may dream of gaining the Chaos 
Gods iiltimatg and rarest gift — imntortality i Hi the incarnation 
ofa Daemon Prince 4 timostwill succumb toa Sry death in 
battle and dimanation ¢ oF even, : 

betrayal by their bwnm a 
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At the height of the battle the skies were rent open and foul, 
and caustic rain fell in great sheets, At the tainted rain’s 
touch the flesh of the dead petrified and ran like melting 
wax, and open wounds festered as the vanguards of the three 
great warlords met in battle atthe plaza’s centre, The proud 
and vicious steeds of the Yurtsak maratidefs weré soon mired 
and lamed as obscene tendrils of rancid liquid rose up to 
drag them to drown within the horrific mass, as the horde of 
Tamurkhan smashed into their flank with shattering force: 
The embattled combatants turned and counter-attacked 

this new enemy, and pox-scarred madmen screamed their 
misery and joy as they fell while bloated daemons droned 
the count of the dead and the dying. Sargath’s-swoth 
sorcerers responded with twisting enchantments of their 
own, searing the oncoming plague-beasts with pavanes of 
coruscating energy, blinding and misleading its warriors with 
murderous illusions. But all was in vain as the disordered 
lines of Sargath’s marauders and cavalty— caught in place 
and robbed of the advantage of mobility — ‘crumbled 

before the implacable tide of rot and terror before them, 
while Sargath’s most powerful troops. His mutant Forsaken, 
were caught between the onslaught of Kayzk the Befouled’s 
Chaos knights on one side and the frenzied flayed-hounds 
of Hakka’s forces who had been driven utterly insane by 

the corrosive rain and devouring flies, on the other. Seeing 
the tide of battle turned against him, Sargath, his pride 
stung and his rage uncontrollable at the prospécr Of defilar, 
charged his own bodyguard of ¢ Jhaos knights at the heart 


of Tamurkhan’s forces, calling for the head of the one who 


had so'insulted him with the ‘presumption’ of the attack on 


Slaanesh’s favoured son, 


His white-enamelled armour splattered with blood and 


unmentionable filth, Sargath, whose blade-skill was legend, 
hacked and slew his way to face his new enemy. With his 
narrow rune-blade — as sharp as sin — slicing through 
rusted armour and decayed neck alike, he caryed his way to 
face Tamurkhan directly. Arrogant and scorning the forces 
that surrounded him, Sargath, Prince of Chaos poured 
insults upon the withered figure that slumped bonelessly 
atop the vast hulking beast before him. The Toad Dragon 
Bubebolos was the SIZE of a towel house, 1ts armoured bulk 
already scored and scratched with dozens of wounds that had 
done nothing to stop its rampage, while its great claws were 
clotted with the crimson gore of scores of victims caught 

in its path. The rotted figure atop the monster spat back its 
own taunts in reply, and at the slightest gesture of command, 
Bubebolos reared up and opened its vast and recking maw 
wide. But even as the Toad Dragon unleashed a blast of 
unspeakable foulness from its gaping mouth, the inhumanly 
lithe Sargath leapt from the back of his Chaos steed and high 
into the air, as a mere instant later, his former mount was 
liquefied into screaming, necrotic ooze, Sargath’s leap took 
him to the very head of the beast itself, and his. once-white 
armour rusted in the backwash of Bubebolos’ vile breath, but 
he had found his purchase on the Toad Dragon's horn, With 
a cry of triumph Sargath swung himself upwards at the Toad 
Dragon's rider, and with the speed of a striking serpent sunk 
his rune blade deep into Tamurkhan’s heart. Taniurkhan 


merely laughed and Sargath’s howl of triumph was choked off 


as the withered cadayer before him squirmed, bulged and split open 
like rotten fruit, and Tamurkhan’s true form was revealed. A child- 
sized maggot, streaked with greyish slime, its multifaceted black eyes 
glittering, pulsed and leapt at the exposed throat-picce of Sargath’s 
armour, tearing it aside and. boring deep into the perfumed flesh 
beneath. The maggot’s fatted body writhed and twisted obscencly 
as it pushed its way behind Sargath’s rib cage which splintered 
and cracked, the maggot-thing devouring and boring ever deeper 

* into the living organs within. The Champion of Slaanesh’s body 
fell limply into the foctid mire of the battlefield, and when it rose 
again, Bubebolos bellowed in deafening exaltation and the servants 
of decay gibbered and capered in bleak joy, as Tamurkhan, newly 
fleshed, mounted again his war beast. 


The heart ripped from them by their master’s defeat, Sargath’s 

. marauders fell into full and panicked retreat and hundreds were 
cut down, caught between the braying beasts and madmen of 
Tamurkhan'’s forces, freshly invigorated by their master’s triumph, 
and the tireless blades of the Aesling’s blood-worshippers at their 
backs. Many hundreds more escaped, calling upon their god for 
deliverance, fleeing down the crazed and pillared paths of the fallen 
city and becoming swallowed up by the labyrinth. Hakka himself, 

. how vastly outnumbered and out matched committed his own soul 
and the souls of his followers to Khorne, and hurled himself and his 
bodyguard into the thick of Tamurkhan’s bestial vanguard. At this 
sundering charge of savage fury, the battle-line of Nurgle’s children 
wavered but did not break, and as the weight of the forces against 
them pressed down, Hakka the Aesling was swept apart from those 
about him by the tide of battle, and despite.the whirlwind fury of his 
twin-axes, he was soon torn apart by the grasping claws of Bile Trolls, 
his body so shredded and devoured that no part of him could be 
found for trophy after the battle. With victory in Tamurkhan’s grasp, 
the skies were rent with sickly green lightning and the foul rain fell 
in a great downpour; tainting the dead stones of Zanbaijin with filth, 
and the sound of the great storm’s thunder carried with it the bleak 
echoes of Father Nurgle’s laughter. 


Tamurkhan proclaimed his victory to the gods from a mound of 
heaped and rotting dead as the banners of the vanquished were 
cast down at his feet. Before all he cried out his name and lineage, 
claiming to be the twisted son of the Great Kurgan of old returned 
to his savage birthright to slay and conquer. He praised Father 
Nurgle had brought him his blessings and declared his intention to 
claim the Throne of Chaos for his own. 


By right of conquest, the surviving warband leaders and Chaos 

_ Champions vowed him their fealty in battle — so long. as he bought 
*, them victories they would follow him. Amongst them were many 

’ whio, until chis moment, had considered themselves implacable 
enemies ~ rivals for mortal power and divine favour, bitter foes 

~ who would rather perish than make common cause. Yet even these 

+ swore to fight as one in the name of Tamurkhan the Maggot Lord, 

__agrecing to lay their feuds aside for the while at least. News of 

~ ‘Tamurkhan’s great victory spread, and soon the sons of the marauder 

ee bi wibes, wandering killers, unspeakable horrors and power-hungry 

~~ cults began to flock to his banner as hé departed from the charnel- 
“bedecked ruins of Zanbaijin and headed again northward, In this 

janner the horde grew each day as it tramped across the steppe 

“lands towards the foothills of the snow-topped Altayan Hills and 

‘Tamurkhan’s next goal. 


THE GAMBIT OF THE FAITHLESS ONE 
By the time that the moon had grown full and ebbed once more, the ¥ 
horde’s column of march stretched almost from horizon to horizo ds Be 


and the flies and carrion crows clung about it astoa rotting carcass, 
‘Those that were cleaved close to Tamurkhan travelled at the 
the great horde, while those that kept divine loyalties of their 
or kept no single god, formed parasite columns that shadow. 
main body of the force, keeping a wary distance, well aware that 
Nurgle’s pestilence cared little for whose flesh it cortupted, With 
moon's passing, the horde reached the Altayan Hills and the foughly ~ 
defined territory ofa fierce confederacy of marauder tribes called the 
Dolgan. The Dolgan were one of the largest and most powerful of 
all the nations of the Kurgan peoples, renowned for their fractious 
nature and insular hatred of other Northmen. Tamurkhan desired = 
greatly to bring these warriors into his cause, and particularlytoadd 
to his host the powerful war mammoths they were famedtoride RS 

~ _ into battle — huge creatures able to trample legions of lesser troops. 
underfoot and serve as living siege engines should the need arise, 


‘The overlord of the Dolgan tribes at that hour was the infamous 
sorcerer Sayl the Faithless, a malformed and treacherous creature 
whose many betrayals, murders and atrocities were as famed as his 
great powers as a seer and battle-wizard. Sayl had not been deaf to 
the tales that had already reached the Dolgan lands of Tamurkhan’s 
victory and the favour the Chaos Gods had shown the Maggot 
Lord, and the size of the host he had already amassed to his banner, 
Having foreseen Tamurkhan’s coming in the entrails of sacrifices, 
the scheming sorcerer sought not to meet the oncoming horde 
-head on, for in that he saw at best a costly victory and more likely ~ 
bitter defeat, but instead to use Tamurkhan’s ascendancy to his 
own advantage in some way. Despised by much of his own people, 
Sayl’s grip on power among the Dolgan was a tenuous one and he ‘ 
was beset on all sides by-many enemies, both within and without a 
the Dolgan tribes, Sayl cunningly used his influence tosend 
many of those who he suspected of disloyalty to harass and delay 
Tamurkhan’s horde, and in doing so consigned them to their doom. 
‘Then, instead of meeting the horde in open battle as they ravaged 
across the Dolgan heartland, Sayl opted instead to parlay froma _ 
“ position of strength with the full intention of joining his forces to” * 
those of Tamurkhan, at least as long as it proved expedienttodo 
so. Tamurkhan was eager to oblige this ‘alliance; and while Sayl. 
pledged no oath of loyalty only comradeship and common cause, 
‘Tamurkhan was satisfied that his goals\¥ere met, and his forces had _ See 
not-been squandered to gain what he wanted. In this bargainSayh 
at first confident that he had gotten the better of the bargain, soon 
found himself caught within his own web of scheming, for while he 
had assumed Tamurkhan’s intention was to lead his horde ina swift 
crashing attack against the southern lands directly (as had been the: 
_ Wont of many of the prior incursions of Chaos), thus enabling Sayl 
to share in the glory and plunder and return soon in triumph tothe 
Dolgan — he soon learned that Tamurkhan had other, strange, 
plans in mind, : : cane 
Instead of turning south and west, towards the rich prizes of Kisley- 
and the Empire, Tamurkhan led his horde — now numbering in 
the tens of thousands with the addition of those Dolgans Sayl ha 
pledged to the cause — ever northwards on an erratic path into 
ye ofehe 
ena 


harsh climate and horror-infested wastes on the very edge 


hellish storm of the rile itself. ‘This caused co: 


in the ranks of the newly fSbifed hose, and some began to 
, _ wemulously whisper chat Tamurkhan sought to make war uy 


gods themselves. Such fears at least proved unfounded when, like 


a great serpent coiling in the dust, Tamurkhan turned the column 


‘north-eastwards, and those versed in the dark lore of the Plague God 

soon divined where Tamurkhan was headed: a place of nightmare 

‘and legend to rival any in the Chaos Wastes — the Gallows Tice. 

“THE EDGE OF DARKNESS 

_, The Gallows Tree was a warped and hortific entity in its own right 
Its tangled limbs were coiled and spread as if distorted in pain, and 
held high above a rot-strewn swamp of yine-choked thorns, looming 
higher than a temple's steeple above the desolate wastes. Foul and 

; unatterable things dwelt beneath its canopy and crawled th rough the 
filthy loam beneath. The tree was also a living gateway to the horrors 
beyond, and it was said that deep within its putrescent depths dwelt 
an unclean hag-daemon, shunned even by her own kind, who would 
bestow hidden secrets and dark prophecy,on those who pleased 
her, Those however who failed to meet her standards of noisome 
devotion to Father Nurgle ended their time a grisly adornments 

ves for maggots 


hanging from the boughs of the great tree abo 
and crows alike —after they had been subj 
terrible than a sane mind could conceive of b 
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“the denizens of the wastes as the cause of their demise. Despite these _ 


Gallows Tree and stepped within. Left under the nominal command 
the nascent war host arrayed itself across the. 
plain to await the judgement of the gods, isolating itselfinto wary 
camps, distrusting of their neighbours, even while brought together — 
in divinely ordained cause, Long days passed, and whilethe horde _ 
remained encamped in the wastes, with the black and many-hued 


storm radiance from the Realm of Chaos rending the distant skies — 


of Kayzk the Befoule 


above them, the host's numbers continued to swell with warriors 


keen to taste battle and savour the rewards of victory. Some came 
from as far away as the lands of the Gharhar in the north and of the 
Avags in the east, while dozens of renowned Champions of Chaos 
me from far beyond the wastes were led to the 


born of many races, § 
ons and whispered promises, 


camp by strange y 
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As the days went on Sayl, seeking to establish himself as a power ; 
: Ne 
n horsemen roaming the wastes, * 


in the horde, sent parties of Do 
gathering together such reinforcements as they could, as well as 


e 


stealing the lion’s share of the forage available in the windswept and Be 
desolate land about them. Soon piquet forces needed to be sent : 
by the various warlords of the host to guard against attack by the 
warlike Dragon Ogres and other creatures that lived in the high Eel 


mountains nearby, although sometimes when their parties failed 


retutnsthey-rightly suspected each other rather than the appetites of — 
ul the horde rested and grew stronger as it awaited 
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farkhan. But as its master’s absence dragged on into 
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1's passage i sad m Bd: 
bi Grde grew restive and ever ee Saeki ie 
eit allie on which to ‘dine, and| Both growing acrimony between 
~ disparate factions and. other, more mundane dangers threatened to 
undo the horde befbre ig eyersa saw a fore n-land to ravage. Soon, 
~ what w: vells could b ih the barren lan had become so foul and 
x] x exhausted that there etl eaten diignominioiis 1 from thirst for 
~ many ifthe: delay c: ycatried on. far . ni aes 
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rt When’ Tamurkhan at st Re fon Sittin the seygia depths of 
the Gallows Treesit was'to the immediate rejoicing the devotees 

. of Nurgle withi ¢| horde, and ithe wary respect of those, Who 
shared the goal ‘corftquest rather than Tamurkhan ‘faith. All could 


ake Sane Maggot Lord had been marked by the C haos 
ds such was his transformation. 
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; itis said chat time may flow fry for a mortal who steps foot in 
a : the beyond, that it may rush by | ike: river in Hood, or trickle slowly 
% pebilood fom a wound that will not close, ahd for Tamurkhan it 
ant at least, his sojourn had ravaged Sargath’s once handsome 

_ features as ifa lifetime of befouled degradation had p: asséd by. His 
ay eyes were now sunken luminous orbs which shed a sickly, greenish 
te ie while Sargath’s once gleaming armour was now a mass of pitted 


‘ sion and was swarming with bloated parasites. Not had he 
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Upon his return, Tamurkhan set about gathering together ta score. ve" 8) 


of the most powerful champions and sorcerers in the horde in 
council in order to share with chem the r lations he had b conf 
and plan the’horde’s march to conquest. Sargath’ honeyed yoi cel 
been transfigured to no moré than aguttural rasp since Tamurk 
had taken the Chaos princeling fora host but it had lost none off 
power, and indeed fired by Tamurkhan’s overw ylielming arrogance } 
d self-belief, he | hel Lhisandte snce of warlords and dark magi all” 
ellbound: for many hours, Tamurkhan deck: ured once’ more 
‘for what the legendsvof the wastes referred toas the’ ‘Throne,of P 
, Chao’ — dominion overthe mortal world upotya heaped mountain 
of bodies which if won, would buy such favour from ‘the Chaos gods, Alt 
that immorté lity and ascendaney to ther ranks of the arch-daermmons 
s certain reward, Tamurkhan me: art to¢ : alin the Th roe: 


of Chaos fot - Himesthanaaeh stirpass the deed 
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the greatest, sagas of the wastes, a thousand, thousand lives j 
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before their blades in unholy y prayer to the Dark Gods and theit 
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name: sand ¢ leeds carved inrd the skin of the world for the power 
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we mire Of wnuspeakable filth surged and sphettered and frm within its rancid depths something thra 
aorfuce through the compacted mass of rotting limbs, writhing grave worms and putrescent fodness, 


—— Asguealing clutch of saw-srirmed Noerglings skitteved from their perch as a green-mbuldered vibeage they d be 
was dislodged by sbmething which broke free from the filth beneath it. An arm clad in rusted metal speared 1p treo the fetid ai 
and gaining purchase in an rovrecdgnisable carcass. An immense, leprins hand snatched down frbm above and hauled forthe: 
- finwe which broke free from the sucking filth and cast tt déwn in the dead briars along the bank of the mre. ar 


DP Famakhan’s mind reeled, and he spened his stdlen lungs tb the nbxidns frones that eOnstituted the air in Noergle’s bleak garden. ay 
Althingh what he had becdme was far from bneman he was stil mortal, even as he ride ine stilen body after antther, and this place, 
simewhere in the Resim of Chass itself was an anathema tb sense and sanity, and were he not already blessed by the Father of Plagues 
he world have been destroyed in mere moments, Even-with all his gifts he had barely survived the passage to reach this place thas 
paradise of rit — where the incessant droning bf the tally of the souls dead of plague the mértal world murmured and veverberated, 
punctuated by the dull créaking and bellowed sereams of mnnameahle harris. He had fouzht, struggled and snoffered; tim had slipped 
frim him and his flesh had boiled from fever, A feast for parasites that sang and sigoled in his putrescent brain as they devineren it 
frim within, but he had endured and proved himself worthy. He was here 


A voice rasped abive him, citted and thick, cloying and rasping All at nce. “Are we ready, my pretties? Are we prepared? Ts the 
canddrin of pestilence bubbling? Are the magpbes wriggling? And what of my darting... my favourite... my beanctifiad Diy?” 


A great shadow loomed over him in the nomnatunal brown and grey light that dimly cloaked this reabn beyind the mortil sphere. 


mother, T heave cbme... victory... mine.” Tamrurkhan managed tb work the unfamiliar flesh of his mith and thriat, spitting 
siimable clids if foul matter as he did st : 
Grete Unclean One's carnkerdus month, wider than a chrerch dio, split open in a grin and she laughed, spilling tides Of yell 
Boss her corpnlent bulk. Her mirch jsined from all ardund by screcching, gurgling dacmsnic voices 
si . : es ¥ 2 2 
“And 3 yon have my dear, and 3b yon have! Ah, it saddens me td think of my beantifil ine hidden away mn that bag of skin.” 
“Father Nurgle!” howled Tamurkhan, almost drink on the ford vapours that emanated from the nightmarish “Daemin that thvertd 
jyer his supine form, “Fain me, ten thousand souls have T sent for your tally, a hundred wells T have poisined with filth, and the 
- champiins of thise whd world put themselves before yin T have slain.” 4 
Hrsh Tannorthan, noh pescilencsim. Remember,” chided the Greater Daemon waggling her finger at the maggit, “Norgle lives s 
She erned bint. and spread tree-trvank sized arms wide, “Nurgle loves all his little childtren,... his pretties... his pets, And Dlave 
Bless yon all! Bless you all!’ As she spthe the while cavalcade brike into a chorus &f boeing amd meeping. Little Nierolings seun 
and simpered er the abundant bidy of the Dacmin, lapping atthe pus that fldwed frtm her ten sires, while dacmonie 
cavirted and misshaped Plagne Toads promped and brayed with mindless enthusiasm. ‘ 


nustions, the fires of the Horned Darkness, the throne... the throne of Chads.” 


“Yessssas...” the Pix-mither chortled, "...if yon would claim the thrine, beedme as ns, you kod wheatt yin mused, 
a sebnorge pin the world Tamurkhan, an vostoppable plague of muscle and bone ydrer war-hdst- mnt be, a spre 
4 consumes all before it-with a thinsand, thinsand iron teeth and wh ich leaves néthing bret. fiomine woud destrnctidn 
| of Father Norgle's tnale children may breed and multiply.” 5; 
Fe shall be 56,” Tamurkhan whispered as he was tenderly gathered np in the wast gamprendns Limbs cond loti betel 
me yin fardve and J shall shutter the city of Megrns che Pid, and all shall be made desolate ae my 


syvcar te Mamnerklian, Maggot Ltr, blessed stm, anrear in Nocrgle's mame ne 
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made real by the will to make it so; he had foreséén a mighty host 
of Chaos, as numberless as a locust swarm covering the mountains 
and fallen cities of the dead titans like a spreading contagion, He 
had seen mighty giants bow down before him in homage and the 
fires and hellish forges of Zharr beating out his name. He had seen 
the countless dead in their wake as a forest of spitted corpses, and 
verdant plain and barren waste alike watered in blood, and mighty 
Avers dammed by the bloated carcasses of the fallen — and found it 
pleasing, Above all else in his dark communion he had seena great 
city of iron,and marble.torn down, its walls crumbling into dust, fire 
running through irsstrects like water in flood. It would be here that 
the skies would open for him, boiling away all that was wholesome 
into pus-yellow and cancerous black, and he would be transfigured 

in glory. The cityhe knew, though he had never laid eyes upon it, for 
itlived and breathed in the tales of the Kurgan; it wasa city in the 
theartiof the domain of the old enemy — of thrice-damned Sigmar’s 
empire: Although none of those gathered in the horde — not least of 
all Tamurkhan himself, had ever set foot within the Empire of men; 
all knew of it in story and oft-repeated legend. It had been aplace of 
greatand glorious battle for many generations, and many a.powerful 
warlord had writ his saga there or died in the attempt. It was a land 
of deep forests and mighty cities, the size and strength of which 

could barely-be conceived of by the men of the North to.whom such 
things were an anathema given their nomadic, bellicose culture, their 
closest point of reference being the ancient ruins, such as Zanbaijin, 
that lay here and there about the shifting landscape of the wastes. 
damurkhan knew however that mere numbers and warlike strength 
alone had not been enough to crush theEmpire in thé past, for it 

p Ws a realm of steel and wizardry, blasting fire and-bleak castles, They 

had long withstood the plethora of enemies that'surrounded it and 
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scthreshing flails are rusted but are as unnaturally sturdy as 


looked upon it with envious eyes. No matter his own arrogance and 
hubris, Tamurkhan judged that to wrest this great prize for the glory. 
of Chaos, he would need to match Sigmar’s heirs power-for-power, 
He would need to counter their strong walls and towering fortresses 
with unholy and unstoppable engines of war, and overwhelm their 
vaunted black powder and battle wizardry with great beasts. and 
savage daemons to whom such things were a merédistraction. Then 
would the superior martial skill and battle-lust of the scions of Chaos 
prove ascendant. Then would the Dark Gods’ will be done and the 
Empire would be drowned in a sea 6f its own blood. Famurkhan’s 
plan of attack therefore would be an indirect one. He would not, 

as had so many Chaos lords of the past, assail the Empire from its 
north-eastern border, through Kisley and the strongest and most 
well-triéd defences of the realm. Instead, as his visions foretold, his a ae 
host would travel the length of the Mountains of Mourn, crushing 

all in their path and lining their way with charnel monuments to the 
Chaos Gods. From there they would then cross the Dark Lands and 
join with the forces of the Fire Lords of Zharr. They would cross the 
mountains and rip up into the Empire from the south; like a dagger 
striking at the heart up through the belly where the flesh was sof and 
weak, The journey would be long, but glorious in souls, battle and 
plunder, Tamurkhan promised the warlords gathered before him, the ” 
weak would perish along the way, and the strong be made stronger; 
tempered by battle and blessed by the Dark Gods for their victories: 
and the carnage inflicted in their namie. A great'roar of triumph and 


anticipation of the glory to come went up from the host, as each ; 
- renewed their pledge of fealty to Tamurkhan while the Chaos Gods * 
favoured him. Only Say], withdrawn in the shadows remainedisilent, os 
the Faithless One keeping his own council. me 
a 2 
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THE CHOSEN OF NURGLE : 
The warriors and champions of the Lord of Plagues are ie 
dreadful and nightmarish to behold. As well as being 4 
skilled and powerful fighters, Father Nurgle is never # 

parsimonious in bestowing upon them his gifts: gifts x 


of horrific corruption and bodily tornjent, agues'and 
morbidities, diseases and poxes without number or cure. 
Though their flesh may fester and warp, and their bodies 
bloatand split open like rotting carcasses left abandoned 
under a merciless sun, the chosen of Nurgle live impossttlly 
on; their agonies sublimated and their broken bodies 
invigorated bythe power of their foul god. These foul and 
feculent warriors band together, shunned by their fellows, 


forming noisome warbands led by the strongest and most 
horrifically blessed among them and seek out the enemies of ° 
their dark god. Their armour, cruelly barbed weapons and 
7 


their masters. 


Nurgle’s chosen ate brutal opponents, uncaring of further 
injuries inflicted to bodies already beset with suppurating 
wounds and skin, and when this bleak brotherhood takes 

to the freld of battle, a foul pestilence and carrion reek goes 
with them;foretelling the doom which they seek to bring to 
allin the service of decay and eternal rot. 
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- the" Dark Gods, savage, 
ruthless and ernel 


~~ 


e The aid er Gribes of the Ni ith — 


The Arréws of Chats, symbol 
éf the Admin Bf t Are Dark 
Géds ter the world 
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es and hacking blades are favoured aa, ~ 
the better t6 spill 1 blsed before die gids 


he great host of Tamarkhuon che Magsie Lid sct forth with 


the baleful lights ofthe Realms of Chabs waxing above 


<2 them, casting down their sickly and fubulins riduance In thése Pp 
belo: Under this imballived light mary were stricken with ge 
vustins and debers were blessed with the tinch Hf insanity by thé wy 
“Dark Gods revelation. Men and beasts fell and were changed, % 
S their boelies Cninriis and mutates anew inte shapes mire 3 
ag pleasing 1 their: masters, Ard those ardroul them rejiced, letting . ‘a ae: *- 
= ae ditareathbwls iftrnanph, for sorely by this men was their 3 i ; 
. Gane blessed, He, 7 : 
eo 
BE  S0 teas that Tamokhan led them forth fron the Northern ; ; 
& Wastes. They were as i stahn pon the land ~ a spre iding plagive « 
sf desptil and demistation that burned like a fire trdgh the Yad ; : 
Brisslands if the Eastern Steppe, driving all before it. Ever sowel lites 2 F 


with the promise Sf victory was the hast, as warrides and madmen, 
: 4 i 

maraiders aud beasts flocked 16 Tarmerkhan’s flybléwn storudedre, 

PAE Hea % } heey 

: ~ aid fold mown the hirde. din ther member could nit well be 


; ff) | 
= hiorted, Or As MENTIONS AS A drm of Wests they had DECOINE, 
} 


a “They shige the arbiind As Hcy walked, and all thatovas sane and 


-naneul resiled attheir touch. Thed Sbodbhlin wolf-tribes of the 


SPY, Hh VICI And MONCrIMS as they were, were yet cowards 


and fled In wist members before the hirde's commie nither than 


Sofer bitte, their small and blackened souls guailing before the 


Shadow uf Chios. Tor its provender the sreat horde emptred 


titesparse lands about itas ittmvelled, and abead of tts nee 
E Eeitn- stINE obonns anwrrbdyiead of thoncsanads Uf swift 


qmhotced hbricmen wentabroad, spying tact the Laid and falling 
JAI 


Pi davagery in anything they encinntered fir meat and murder: 


he ‘Scéuring 


here are more forces which govern the mortal world 


4} than mere intractable nature and reason, for the Winds 
of Magic hold dominion over all, and magic is Chaos. 
So great was the horde, so dark the souls and bloody 
their intent that the invisible breath of magic was drawn to 
. them, and fouid form in their collective desire. So it was that time 
and distance began to twist and blister in the barren stone lands 
where there was no will but the will of the horde, and within a 
single moon’s passing, they had devoured a span of many hundreds 
5 of l@agues, leaving it desolate and ashen in their wake, scoured of 
life and with none but the rot-glutted carrion vultures that circled 
above to witness their passing. Hard by the north-eastern edge of 
the Shardback Mountains, where the rust-red hills rose for many 
leagues the horde of Tamurkhan faced its first true battle. Here the 
feared Ores of the Withered Eye, frenzied and primitive, tainted 
by warpstone dust and shunned even by their own kind for their 
wanton savagery, stood before the horde, Unafraid although vastly 
outnumbered, thé hulking greenskins streamed from the hills, their 
obsidian axes held high, braying and howling in their battle-lust, 
their malformed boars grunting and snarling in bloodlust while their 


if the Stine Law 


shaman spat curses from behind crude copper masks. The Ore tribe | 
and Tamurkhan’s Marauder vanguard met ina single great annihilating t 
clash and all was butchery and bloodshed, Barbed black-iton spears 
pierced Orc-hide, clouds of crudé fletched arrows felled rank after 
rank of snarling warriors ahd screaming horses as Fury was met with 
fury. Torn from the air, Gul Grog, the Ore warboss that was master 
over the Withered Eye tribe and his ravaged wyvern mount fell like a "I 
tattered comet to the ground, streaming a trail of ichor, rent asunder $3 
by the iron claws of Corrasun, the Chaos Dragon of Orhbal Vipergur, s 
and as their leader was smashed apart on the rocks, the Orcs wayered 
and faltered, just as Tamurkhan led the warriors of the main column 
into the fray. Like a storm-tide, the horde washed over the Orcs and 
ground them into the stony dust, and they were but the first of many 
armies to be destroyed by the horde of the Maggot Lord. Their battle 
won, the horde set upon the bodies of the fallen greenskins, The Ore 
flesh was tough and foul, but welcome, and the horde cast down the 
rough-hewn idols of the twin Orc gods of Gork and Mork and raised 
up huge mounds of clean-picked carcasses in their place, capped 
with icons and symbols dedicating the slaughter to the Dark Gods of 
Chaos, and there was much rejoicing in the horde, After the horde’s 
passing through the region, Tamurkhan’s pestilential acolytes poisoned 
and tainted the wells with their own filth, thus ensuring death to any 
that drank from them in times to come. 
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DOOM AT ASHSHAIR 
‘The great horde carved its scourging path down along the eastern 
flank of the great range of mountains, journeying further south 
than any within it had ever seen. Laying all before ic unto waste, 
the horde pressed ever onwards at the urgings of its‘tainted master 
who shouted rasping exhortations to his followers from atop his 
colossal mount. Beneath the fabled hanging ruins of many storied 
Urgrihe they passed — the rubble of the shattered towers of the 
Fortress of the Dawning of rhe World, circling and crashing together 
aboye their heads, while the cerulean lightning played between 
the broken sky-ruins in an endless dance of insane destruction. 

~ the horde carried on into the thorn-thick foothills of Shem’ash, 
where crooked-backed and goatish Beastmen and their grotesque 
Minotaur kin slunk from the dark places and fell in with the horde. 
The Bray-shaman and Gor-chiefs of these twisted children of Chaos, 


long bitter enemies of both the Ogre Kingdoms of the mouitains 
= 


THE CHILDREN OF CHAOS 
‘Beastmen’ is a collective term given by the people of the Old 
World to several related breeds of bestial mutants that hatint the 
dark places of the wild, Twisted hybrid mockeries of man and 
animal, they are creatures born of Chaos in whose nature all 
that is brutal and foul is concentrated and amplified into feral 
savagery. Thick-witted, but cunning, their cruelty is boundless 
and they live short, violent and vicious lives as raidersand © 
despoilers, gathering together in rough tribes known commonly — 
as Brayherds or Warherds to plunder and despoil under the 
leadership of the strongest amongst them. These savage tribes, a8) 
well as including the common tun of Beastmen warriors — or 
Gors as they are known — also numberin their ranks hulking 
Minotaurs, massive blood-hungry monstrosities favoured of.» 
the Dark Gods, winged Hitpaligs, sw -hoofed Centigors and al 
manner of other strange addin: wtural creatures, 
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dand the Celestial Empire to the east, offered much lore of 
lands before the horde and sought the death of their enemies as 
oon from their new lord, but the gods called to Tamurkhan and 
Id not stray from his path. Instead the Beastmen were swept 
on Tamurkhan’s course, but leapt upon any chance to raid 
ancestral foes. So it was that while the main force of the horde 
nped 6n southwards at the mountains cige, the Beastmen allied 
ith thé forces of Sayl the Faithless when his side-column split from 
YS) 
4 st of far Cathay amid the Stone Lands, Long had Sayl heard 
Shthe ancient power of the men beyond the Great Bastion and he 
“hungered to plunder their secrets. Choosing to seck his own path for 
awhile, he led his followers in an assault against therm. 


testy een tower — a thing as much of magic as stone — sat 
thigh and all but unassailable upon a jagged proniontory of rock 
‘overlooking the ancient Silk Road that led from the gates of the 
"Great Bastion to the south-cast, and the inhospicable mountain 
passes of the Ogre Kingdoms to the west. From here the setyants of 
he Etemal Dragon Emperor surveyed the great road and kept watch 
~ forsigns and portents of woe and threats from distant lands, and so 
: othey were well forewarned of the terrors arrayed against them. The 
| Warniors of the East, oath-sworn and stalwart, stood firm behind 
the ramparts of the tiered fortifications that encircled the outpost * 
beneath the tower, lined as they were with snarling-mouthed bronze 
) Ganon and deadly stone-fleshed temple dogs and crow-men, ready 
OT ~ to ctush the foe in their granite claws. Wary of the arts and devices 
of this unfamiliar enemy, Sayl’s twisted tongue worked upon the 
“chicfains of the Beastmen and convinced them to commence the 
@ assault with a night attack — a tactic at which they were expert and ° 
© Well-suited. The Faithless One’s own forces, notably including a 
dozen war mammoths he had worked loose from the main column 
for the attack, he plannedito keep in reserve until a gapin the ° 
“defences was breached for them to exploit. 


From the beginning the attack went awry for the forces of Chaos, . 
“and as the braying, savage tide of Gors and Ungors, Minotaurs and 
Spawn erupted from the darkness, the skies above them were riven 
by explosions of lambent green and ice white light as enchanted 
fireworks turned the night into a rippling phantasm of spectral 
‘figures which turned and roared in crazed display. Cannon spat forth 
dusters ofbronze javelins which showered through the onrushing 
Beastmen, accompanied by wave after-wave of barbed crossbow bolts 
© & which felled hundreds in mere moments. The fury of the Beasts of 
2 however did not falter, and within minutes the barbarous 
© tide, loping and running with phenomenal speed had reached the 
outer wall, and spurred ‘on by the whips and cries of their Beastlords 
“1 ete scores began to scale the high wall of the outer 
_ bastion, their clawed hands and crude picks finding purchase, 
augmented by.the sudden rampant growth of twisted black vines 
| Mutated by the incantations of the shaman. At the outer gate, 
Bi hulking, multi-armed Ghorgon pounded at the gates with petrified 
. ie trunks as hard as iron, only to fall back maimed.and dying as 
Vragon-blooded Shugengan hurled blasts of white fire and blizzards 
urderous ice-shards against them. Heedless of their losses, 
rayherd pressed onyand by sheer reckless fury overwhelmed 
outer wall, spilling oyer it gs'a storm-driven tide breaks over 
wall. The warriors of the East stood their ground, though 
i bered, their emerald green back-banners flickering in 
tfrom above, their long blades of thousand-folded  ~ 
tting a red dance through the rough flesh and ~ 

ven-hoofed ones. But it was not enough, and 


horde’s path to seek out the Tower of Ashshair, a watchtower and — 


. with a roaring blast that shook the earth and a blinding flash of 


_ Were far from idle in nature, and so the Dolgans kept their place bg 


‘one by one the Cathayan Bannermen fell. The fortified compound in 
beneath the tower was taken, the Brayherd screaming and howling — 
its triumph and gorging itself frenziedly on the flesh of the dead. 


, 


Sayl the Faithless watched on from atop his war mammoth mount, _ 
but no matter the entreatments of his Dolgan chieftainsand the » 
Exalted Champions that followed his banner, Saybheld them back - 6 
and would not attack. The warriors and marauders muttered andy 
grew angry at the glory denied them, the victory they were forced to — 
watch given to the hands of others — to the Beastmen no less! But. 
they held back yet, for Sayl had promised to fegd the souls of any 
that defied him to the reapers of the void, and such threats all knew ~ 


grudgingly and did not rusk to re-enforce the attack: Likeknows = 
‘like, and so it was that Sayl felt the twisted skein of magic being ~~ 
drawn tight and the Axtheric winds, drawn in an ever intensifying 
vortex by-the blood spilled before him,pulled intoadeadly = 
pattern by a will other than his own. Suddenly, at the height ofthe <= §_ 
Beastmen’s bloody revelry in the fortress compound at the foot of 
the tower, the glowing phantasms in the skies above were snuffed 

out into deepest black, a black into which a single; bright, burning 
star was born. Screaming aloud, Sayl and the other Chaos sorcerers ~ 
present sought frantically to abjure the. doom that was about to 448 
befall the battlefield, but to no end. Sayl knowing bitterly that even - 
as he tried to disrupt the magics that’ had been wielded, he had little 
chance of undoing what had been set in motion. The comet fell from 
the heavens like a speeding bolt of blue-white fire, the burning rane 
of Gelestial magic graven upon its flanks in flickering Searligheie all 
with the art to see it. It struck dead-centre on the fortress compound 


power that caused even the war mammoths to buck and bellow in * 
pain. Inside the fortress all was carnage, as scores of Beastmen and 
Minotaurs were incinerated in an instant, gone to ash and dust with 
only their shadows blasted against the walls to mark the sudden 
agony of their passing. The surviving Brayherd reeled, blinded and 
burned in the wake of the thunderbolt from the heavens, but were 
given no tespite as the baleful counter-attack was latinched. Strange 
creatures of living stone swam down the jade walls of the rower and 
upthrough the rocky ground as if it were water, and the Beastmen 
became their prey. Encircled and trapped, the Brayherd’s savagery so : 
was soon overwhelmed, and Sayl watched on in grim fascination & =. & 
with his witch’s sight as great Minotaurs were dragged bellowing’ ee 
and helpless into the air by living statues of onyx — neither saven : 
nor man in shape — and gutted by glittering talons, while fresh 
Bannermen, their long blades and wickedly curved polearms flashing —- ; 
poured from the tower gates and into the fray. Bitter and angry thar sae 
his prize was so readily slipping from his grip, Sayl raised mighty 
magics of his own and sent hurricane winds and spiteful ares of 
lighting to yex the enemy and blast and scatter its winged avengers, 
but could do little more than cover the iving Beastmen’s rout _ 
from the walls. With a scornful sweep of his clawed hand, Sayl. 
signalled the retreat from the tower, and his Dolgans, resentful 
but cowed by the hurricane storm that now blanketed the: 3 
unabated, obeyed him. to ae 


the power 


sions af 


Sayl had-come to Ashshair seeking 
not been disappointed in the dem 
the humiliation of retreat to rane 


Brayherd for lit e gain, save for wisdom 
the paragon ofthe Chaoshost._ 


ayjl the Faithless swept inté the acrid, fame-filled shadows 6f the high-domed tent-with an air more if 
nagged-edped crimson clbak snapping behind him impatient] y. Trim behind the vissr-a perture of his hish- 
Sorcerer surveyed the nbisome darkness und its inhabitunes with wary distaste. The witch-sight that burned with 


diffienity in discerning the true nature of the ebrre pe beings and sub-nonan shapes that skatked and menaced within. 
getand Tamurkhan’s chosen companions, but there were others present Alss ~ 


pestilentabsde of Tamurkhan to share in what was t cone. 


AVI 


champions and war leaders, all come baying the d 


Sayl walked forward imperitrdly t the tent's central ypen space ~ a circle of prcenish half-Lisht before the thrine of dines and brfken. 
upon which the master &f the hirde reclined. % 


The tall and gungrendus shape of Ruyzk the Refined rbse befare him menacingly, silent save for the steady drip of prs and the rusted rasys ; 
armbur joints moving. Kayzk's blade flexed in his cbiling tentacle fingers barring his way, and in veply the brazen serpents that ersyned Sayl's 
staffrmnediled and hissed with mlvonanmal TaMsATHCY, : cn 
The shadows of. the tene-seemed tb guiver mm antich pation atthe promise of blisdshed 
“Snnoh!” Tomurkhan the M aggit Lird's voice growled 1 ignescently. 
Kaych grudgingly sheathed his blade and withdrew as silently as he hud a ppeared. 
“Yon sumomined me great ine?” Sayl’s vbice was as vil 0 pon water; slickl Y sheened with scorn and hinted secrets. 


ae “News of your defeat ut the jude thwer hus-reached the cam pp Sayl, and there are thise here that ty you shina yay for yoncr friloere withe 
‘ your life.” Tamurkhun said with sein of his down. ; 


Sayl linghed loud and mackingl Ly, 


A rnceion of anger hnommed thréughoue the tent, fangs were beared in the dorrleress, amd murderius treantattons readied, but Tamer he 
did nit sti: 


“Ds yin mick me ‘Sayl?” The Maggi Lird alist whis percd and the promise 6f denth Ing heavy in every syllable. 


“Why nb dread lord,” Sayl veisined in a voice that bes poke a worded heart, and assayed a sudden sweeping bow, * J laughed gly theat-such 
falschbods amd notreths shold be tiken sevitusly by those that winld pretend 06 council yon.” 


: : Now tt was Tomurkhan's ten tb laugh, “Your lies are infirmins Sayl, and yet this is a areater deceit than any yo have yet attempted. The 
Ea Bewsther lies half-slanghtered and boned, and what-remains of it brays for ydrur blood Sal, as their beereyer: The flash and thonder sf 
~ ie falling star we heard and sow even here, Teagnes hence frim the tower, and yet yin deny it?” 


“Tdeny that te was T that suffered any defert Famurtdan, wit that defeat tok place und T swesr here and ndw befire the finer Great Gids 
thatwie a single ne if my Dilan, fell in battle at the Tower of Mshshaix, may they strike me déwn if itis nit ab...” ‘Sayl's voice trsiled aay 
and the expectant silence was still, for such suths were nit tiken lightly, even by the insane und pwisted. 


When nb sudden calamity befell the Chass Sorcerer, the ereutures in the tentdrew buick, noe sb much millified in their unger but resigned 
calling uyin the Tin, Say) had gambled npin the jruegment of higher powers than even the hinde's master: Were Vanenrkheon ts 25 aasein 
pudgement now, he visked perhaps the Gids’ wrath himself ~ it had been desilly risk Say had totken, bact he huie taken it and it-seemed » 
Tewas Sayl thot broke che silence, “Mazgit Lord, exalted of the Plagne Tither;” he declared, “What care yin for the paltry lives af 
hnoudred misbeghtten Gor, br a thinsand, ir thonsand-thonsand? ore yin rit Tomerkhan, are the Kiergen and Tékomars and the’ 
march wnder your banner not power enough for any wartind? Is the wanted might af che snes blessed by the yids coud the foengs of thiset 
Toonger in che realms beytnd st yd beck and call nacanfficient td embslden yore cane ae 


—— Tamerkbvan hurthed from his throne angrily, “Yow gots fir fuse me!” he printed as the misshapen figneres of tiny Noorglngs 
Say again berved low ar stepped backwards, “D mewrcens insult lord, nly thu thise thus died foiled yin. They 
it sind deserve nothing but scorn ~ yourervue servenes remain.” pee CE 
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THE DARKER ROAD TAKEN 

The great horde of Tamurkhan the Maggot Lord moved ever 
onwards, on in to the bleak lands that bordered the darkly-storied 
Ghost Fells — ragged upland moors and desolate foothills, many 
leagues in expanse that-fanked the eastern-side of the ancient lands 
of the Giants, and mountains higher and more primordial even than 
sthe fabled Mountains of Mourn dominated the horizon, These peaks 


» or the Sky-Titans’ Wrack are known in cértain dark texts of Chaos 


‘ore, although long history has given them many names to wear. It 


was these lands that Tamurkhan sought to penetrate, there to find 
the tools for his future conquest of the Empire of Men as he had 
foreseen in the blighted visions given him in the Chaos realin. In his 
haste and pride Tamurkhan sought to cross the Ghost Fells to reach 
them sooner, rather than venture further south:to the vitrified black 
deserts that separated the southern mountains from Great Cathay 


| where the Ivory Road passes —a realm.with its own manifold 


dangers, but preferred by the wise to walking in the shadows of the 
benighted fells. 


The Ghost Fells themselves proved no smiall obstacle to pass, for 
these were too the remains of empires and dark realms gone asunder 
in ages past; here the dead rested only fitfully in their graves and 
the palely glowing murder-grass that rose to bloom in the night 
Was unnatural poison to all life that it cut with its ghostly fronds. 
Worse still the presence of the great horde thundering and ravaging 
its way actoss the hills seemed to awake every peril and malign will 
that slumbered there, and it was as if the very earth beneath their 
feet rebelled against them. For the first time was the horde truly 
slowed, and was forced by the terrain to break up into hundreds of 
smaller channels like the tributaries of a great river. Their passage was 
plagued by phantoms and baleful fires upon the road, sucking pits 
of corpse-strewn bog that seemed to snap around men and horses 
like waiting beasts and splintered, crag-strewn paths that turned 
back upon themselves without warning. Strange cloying mists of 
maddening thickness rose up and faded again without rhyme or 
Feason and entire warbands and hunting parties, hundreds strong . , 
Went missing without trace in the mazes of rock. A more mundatie 
but no less threatening danger also soon presented itself, and no 
Meat or water could be found that proved safe to consume in this 
malign wilderness — even for the disease-churned stomachs of 
Nurgle’s followers — threatening starvation for the horde. Soon 
dissent whispered that Tamurkhan had brought them to a place of 
evil sorcery he did not comprehend, and ancient Chaos lore found 
echoes in'the stories of hulking shapes lurking in the mist, their 
misshapen forms crowned each with'a single burning eye. Against 
the rising discord in the host Tamurkhan and his chieftains instilled 
order by the lash and bloody reprisal, the dissenters and the weak 
providing welcome provisions for the horde’s many hungry bellies. 
nwayering, Tamurkhan pressed them on relentlessly, refusing to be 
baulked or stay to, give battle to a foe he could neither see nor grasp, 
suntil the Ghost Fells were at their backs and the mountains loomed 
vast and snow-capped before them. After much travail the ancient 


lands of the Giants beckoned. 


THE SHUNNED LANDS gi Ngee 
Beyond the Mountains of Mourn and between the ~~ 
trackless steppe lie many forgotten and savage lands 
whose names and inhabitants are nothing morethan 
dark myth to the peoples of the Old World. This is 

a barrén and masterless realm, an expanse of bleak 
and fog-shrouded wilderness, spirit-haunted fens and 
shattered cities - A howling, desolate placé saturated 
with the darkest magics, where the malice of dread 
souls and the whisperings of daemons hold more sway 
over the land than sanity and mundane geography, 

4nd travellers can become unutterably lost as.thé-very 
land around them shifts with malignant intelligence ' 
and entities older than the fall of the Old Ones slumber 
beneath their black sands. It isa place where the winds 
of magic are drawn to swirl and eddy invisible, and 

' great and terrible storms of magic rip. unexpectedly into 
being, bringing further literal chaos; sending forests 
crawling across the landscape like damned souls, and 
upending mountains to drift through the burricane> — 
wracked air as reality iquefies and remakes itself in 
twisted new patterns. It is little wonder then that 

even the mighty Ogres of thetwest and the treacherous 
Hobgoblin hordes of the east avoid these shunned lands ~ 
where they can, ignorant of their true nature, but not 
the evil that dwells within them. us 


A HARVEST OF TITANS 

The horde, a few thousand dark-sworn souls fewer than before it had 
stepped into the accursed Ghost Fells, entered the high valleys of the 
mountains, battling through sudden rock falls and freezing gales, 
and cut into the Ivory Road} deep in the high country. Following 
the road it turned south and west into a great rift valley that held the 
ruins of one of the fabled cities of the Sky-Titans. Here cyclopean 
pillars of granite soared as high as the mountains about them, once 
the foundation-stones of cities that had towered in the skies above. 
Wild and lush growth had long since overcome the cracked paving 


and broken rubble that had tumbled down from the fallen skycastles, 


and’game, huge and primal — rhinoxen, razortusk, stonehorn and 
dire elk — were abundant as was fresh water, and the horde soon 
flooded out to despoil all before it and dispel the shadow of hunger 
and thirst it had endured. The horde paused for the first time since 
the Gallows Tree and made a vast, sprawling series of encampments 
in the shadows of the gargantuan ruins, allowing for the first time 

a period of rest and recovery, already it had travelled thousands of 
leagues in a span of time impossibly short by mere moital reckoning, 
but where the will of Chaos was concerned, such likes counted little. 
The weak and the ill-fortuned had fallen by the wayside, and the 
chosen, strong and faithful endured. Great altars were raised up to 
the Chaos Gods, each to its desire and measure, and celebrations 


were held of sacrifice, morbidity, slaughter and debauchery as was 
pleasing to each fane’s patron, daemons dancing in the shadows of 
thécelebrants’ fires. 


the arrival of so great a horde, still tens of thousands Strong in this 
Savage and halfforgotten land had not gone unnoticed. Giants 
dwelled here stillin an abundance not seen elsewhere; man-like 
creatures, Bonesrinders and Foecrushers, colossal in stature, steeple- 
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tall, slow-witted but bellicose and with a hunger to match their size, 
Now on the fringes of the horde the Giants gave battle, each the 
match of a hundred men, bellowing and smashing marauder and 
spawn-beast alike to bloody ruin with chunks ofancient maso} 
hurled down from the high crags, or rampaging through them like a- 
maddened boar through a sheep-fold. Legend had it that it had been’ 
the Giants’ forebears — mightier in both strength and mind —that 
had built the now fallen cities and prospered here long ago when 
the world was young and fought with ancient empires now gone to 
dust, fading first into an isolated echo of their past glories before 

the Ogres came from the east and sundered their once unconquered 
realm forever. Giants Tamurkhan had of his own, mutated and 
savage, scions of the high crags of the Chaos Wastes, but they were 
too few to serve his purpose. Tamurkhan’s order was simple and 

it brooked no disobedience save on pain of death; the attacki 

Giants were not to be slain, but taken alive, subdued either by brute 
force or sorcery he cared not, only that they were gathered before 
him, Those he could not gather by force he opted for other means 

to ensnare, and so sent (often unwilling) emissaries to tempt and 
coerce them — not by threat, for Giants by nature care little for such 
things and answer only with violence, but with Promises of abundant 
meat and strong spirits to slake their thirst, and of battlefields yet 

to come filled with spoil and plunder. Others were baited with 
poisoned carcasses tainted with the sickening philtres of Slaaneshi 
cultists, which drugged them as helpless as a babe to be taken, while 
others heard the bestial song of the Bray-Shaman and so were lost 

to the fathomless, black fever-dream of the Brayherd. Within a 
moon’ turning, near on a hundred Giants had been taken into the 
host; some willingly, others bound in chains of foul sorcery, the 
irreplaceable coin of the arcane binding scrolls gifted to him by the 
unclean hag spent in submitting them to Tamurkhan’s will. 
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TAMURKHAN DENIED 
~ Time soon became the enemy, for as powerful as the will and desires 
of the horde were, they were as nothing compared to the primordial 
power of the Mountains of Mourn to the west that they must cross, 
and now in the dying of the year, already the high mountains sowed 
the signs of a dire and spiteful winter drawing close and even the 
plentiful game within the wide valley was thinning at the horde’s 
. hunger. The Ivory Road west was the path the great horde would 
take, and the only pass accessible to so great a number as they 
: through the mountains. It was also a pass that would see them walk 
/ ~ ___ through the Ogre Kingdoms and through the heart of Greasus 
: - Goldtooth’s realm, Overtyrant of the Ogres. The warriors and Chaos 
Champions of the horde were eager to see battle against so worthy 
and strong a foe whose fame had reached even to the Northern 
Wastes, and Tamurkhan was content to smash his way through the 
» Ogre Kingdoms if needs be, conquering and destroying all for the 
glory of the Dark Gods. Bargaining also that if he could slay the 
Overtyrant, many of the bloodthirsty and mercenary Ogre tribes 
would flock to his banner themselves after such a display of strength. 


Strange fates were instead to play Tamurkhan for a fool, and see his 
plans to ruin, when his outriders reported that the road ahead into 
- the Mountains of Mourn ended in an impassable wall of rock, the 
dusty path simply cut off as if severed by an axe blade. Tamurkhan 
ranted and raged at the folly of his servants, and slew those who 
brought such news to his flense-skin tent. At his behest he drove the 
horde on until he was forced to confront the truth himself — where 
7 wie wide pass had been since time immemorial was now no more 
than the sheer and crooked crags of the mountainside. So denied he 
believed the feat some illusion wrought of magic, but his sorcerers 
could not detecr ir, let alone undo,any such great spell-craft. Indeed 
those who sent out their wills on the winds of magic to uncover the 
— truth recoiled at thecold and hungry touch of something older and 
© darker than mere mortal magic, and Sayl the Faithless whispered in 
~ the ear of those that wouild hear him that the spirits of the mountains 
| laughed at Tamurkhan and scorned the vanity of his presumption. 
© ~ Dissent again reared its head, and brawling and bloody combat 
» broke out between those who served the Maggot Lord directly and 
© shared his faith, and those who followed other fell masters, and 
Tamurkhan himself took to the fight aback the mighty Toad Dragon 
Bubebolos in order to restore order, grinding those who would 
~ Bainsay him under his mount’s clawed feet. It was the Dragon- -rider 
: > Orb, who had flown far and braved the wrath of Ice Wyrms and 
nged Manticores inthe frozen heights in order to scout a fresh : 
ath for the horde that éspied a route out of the valley which now 
j a d to threaterr to enclose on Tamurkhan and his host like the 


ck bie reaches towards endless hills of ietless grey and a wide 

: t river flowing westward from a soot-black lake. But to 
reach this breach in the mountains, the ravine must first be crossed, 
and a as Orhbal intoned, its ei crags were studded with tattered 


of bully figures could be seen in the caves above the ravine, and he 
; eh met with volley upon volley of great iron-shor bolts hurled from 
z 0 ghicealed war engines, some fitted with grappling barbs and great 
chains to drag him down: Ogres awaited the horde in force and were 
rayed in strength where in the narrow pass the horde’s numbers 
h for Siecle a ponnes such determingd and brutal resistance. 


. was under the control of the infamous and intractable Red Fist tribe, a 


7 champions and their warriors now lay dead about the Ogre T 


them his will: The horde marched south. 


THE BATTLE OFTHEPASS 
From the first day's march southwards, the joa progréss we was * 
watched by those who made their homes in the high mountains. 
These were the lands of the Ogres ~ fierce, brutal creatures, 
intolerant of trespassers and long accustomed to preying upon 
intruders into their domains and battling against the myriad of 
strange beasts that inhabited the Mountains of Mourn and against 
would-be invaders human, greenskin and worse. The high pass sci 


one of the strongest Ogre kingdoms in the southern mountains, held — 
in the iron-fisted grip of the Ogre Tyrant Karaka Breakmountain, _ 
a warlord whose prodigious strength had seen his fame spread = 
among his own kind and was possessed of a certain low cunning, 
not commonly found in his dull-witted kin. The Red Fist would not 
stand by and allow the horde of Tamurkhan by without a = anda 
heavy price in blood would have to be paid. ; 


When the horde’s vanguard reached the defile between two 
mountain peaks that marked the entrance to the ravine pass, the 
Kurgan riders found their progress barred by a hastily constructed 
wall of boulders and broken stones. The dry, thorny brush under 


their mount’s hooves was peppered with mantraps and other vicious 


“snares. As they approached closer to the barrier they were pelted 


with rocks and ‘bombarded with huge spears and volleys of scrap 
thrown from the pinnacles above, and were soon thrown back in 
disarray. Heavier forces were immediately brought up — the steel- 
sheathed Chaos Warriors of Alyas Hurl, the howling cultists of 

the Pox-mantle and even screeching waves of impossibly mutated 
war-spawn, driven on by the goads of their flesh masters and sent 
into paroxysms of savagery by the hellish pipes of daemons — none 
though could force the passage. Though the horde of Tamurkhan 


_ outnumbered the Ogres that baulked them perhaps a hundred to - 


one, the narrowness of the defile made it impossible for the Chaos — 
horde to bring more than a few score of warriors into battle at a time: 


‘The fighting raged for several hours without making any apparent 

dent in the Ogres’ defences, as each fresRtharge was met by a solid - 

wall of hulking muscled flesh and iron: Soon the pass before the. 

defile was heaped so high with bodies, that they threatened to rise _ 

above the deceptively. crude barrier.the Ogres had raised, and beady- 

eyed Gnoblars — the degenerate race of greenskins that served the 

Ogres — were soon frantically scouring the corpse piles and using ~ 

armoured bodies and whatever else solid they could find to make the E 
barrier higher, even while the battle thundered around them. e 


Tamurkhan raged again at the delay, although unlike the impassive 
mouhtain that had bared-his progress to the north, this was an 

enemy he could get to grips with and destroy. He had observed the 
fighting from a high shelf of rock that overlooked the battle from 
behind the horde’s line of ateack and learned much, Every time his” Se 
warriors appeared to be about to breach the wall, a huge and fierce 
Ogre chieftain, a creature whose immense girth outmatched even _ 
the brutes around him cush into the gap and immediately 
turn the tide of battle a, ¢ horde. A great pile of Chaos 
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Je cleavers = bellowed defiantly and smeared their fists with the blood 
3 and ichor of their victims. Observing this: contemptuous behaviour, 
3 Tamurkhan yowed that it would be he that slew the Tyrant 
4 personally. Forming up his own warband of decaying and'corrupt 
s Nurgle-sons, he directed the efforts of his sorcerers against the 
P makeshift fortification closest ta where the Ogre Tyrant stood. Soon 
; the corresponding portion of the barrier lay in shattered ruins — its, 
s stones broken and pulverised by sorcerous blasts. The air hung heavy 
f with smoke and foul fumes, and before the dust cleared Tamurkhan 
gf urged his mighty steed forward — Babebolos, the greatest of Toad 
f Dragons, roared its challenge and charged the wall. 

The mountain shook and the sound of shattering rocks and 
f splintered stone reverberared around the canyon. From the high 
f _ Pinnacles above a fresh wave of spears and broken blades showered 
J down against the filth-stained tide that ran headlong towards the 
fi breach, bellowing joyful war-cries in rasping, disease-wracked 
j voices. Sorcerers hurled*their shrieking spells and the Ogre Butchers 
y answered with their own guttural incantations until the air boiled 
¢ y with the passage of dark magic and the mountains shook with the 
ff thunder of a thousand iron-shod feet in deafening clamour. Boulders 
j dislodged by the bombardment tumbled from the mountainside 


and plunged upon the armies below. Huge stones bounded down 
the narrow valley, crushing and burying warriors from both sides 
and soon the air grew sothick with dust it hid the sun and cast the 
fteep-sided defile into near darkness. Near unseen as ghosts in the 
2 choking dust, the warriors of Tamurkhan the Maggot Lord smashed 
into the barrier breach in 4 blind whirlwind of hacking, screaming 
catnage until the corpse-mounts shifted and toppled and the barrier 
crumbled, Inthe confusion both sides smashed and trampled foe 
ee alike underfoot and after minutes that seemed an eternity 
adh, ue reeling away from each other, neither yet broken 
€ ravine was now carpeted in the dead and the dying. At 
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last the shrieks of magic ceased and the echoes Of devastation slowly 
stilled but for the agonised cries‘of the maimed and mutilated 


In the cloud of dust a vast shape took form and began to lurcly 
purposefully forward. From the gloom emerged the warty head of 
Bubebolos followed by the’Toad Dragon's vast festering body. The 
bloated creature’s rotting'scales dripped and spat as he heaved his 
gargantuan carcass over the stony ground. Tamurkhan the Maggot 
Lord surveyed the spectral scene from his seat high upon the broad 
haunches of the gigantic monstrosity. Before his foes knew what was 
upon them-Bubebolos was in their midst. The monster’s enormous 
bulk easily pushed aside the few remaining boulders and toppled 
what little was left of the Ogres’ crude barrier. The mighty creature 
raised its warty héad, opened its tusked maw and spewed a vast 
liquid cloud of foulness that stripped the bubbling flesh from the 
dozen Ogre Bulls caught before it and sent a dozen more stumbling 
over themselves in a panicked flight to escape. 


A terrible rank stench rose from Bubebolos’ rancid body and the 
dissolving remains of its victims, few if any could stand before such 
a terror and eyen the sayage Ogres seemed momentarily stunned. 
But Ogres are wont to feast upon the rankest flesh, and they quickly 
regrouped to stand their ground: At their head stood the Ogre 
chieftain whose broad-headed axe, near a cartwheel’s size in span, had 
already slain so many of Tamurkhan’s mightiest warriors that day. 
Bigger than his fellows by a head or more, Karaka Breakmountain 
raised his blood-drenched axe and bellowed defiantly, his warband 
rallying to the Tyrant’s defiance to take up the cry. Soon the whole 
Ogre army, which moments before had been all but ready to flee, 
turned to face their enemy to fight once more. 


Tamurkhan snarled as the Ogre Tyrant hurled insults at him in the 
Dark Tongue, and their eyes met with a flicker of unquenchable 
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“OF THE OGRES AND THEIR DOMAINS 


Ogres are hulking, brutish creatures, human-like in many ways, but savage beyond what little reason they possess nad 
filled with tremendous hunger not easily satiated. Each Ogre warrior — and all of their kind hunt and make war in 
some manner, and to them there is little distinction between the two — stands nearly twice the heightofa man and half 
again as broad. Only a fool would take their great girth for soft fat, instead it is hard muscle, tough hide and insulation 
that protects them from the ravages of cold and climate. Their strength is prodigious and they can snap human bones 
like matchwood with little effort and their jaws can crush and devour even stone and metal it is reckoned, although 
meat, juicy, red and dripping is by far their favoured fare. For Ogres might makes right, and they are dominated by the ~ 
largest and most violent among them, forming petty tyrannies and tribes that war and bicker amongst themselves for . 


food and for the simple joy of battle. 


The Ogre Kingdoms lie far to the east of the Old World and the civilized lands of the west, beyond even the desolation 
of Dark Lands which lie on the other side of the expanse of the Worlds Edge Mountains. Here within the numberless 
crags and valleys of the foreboding and primal Mountains of Mourn, the tribes of the Ogres have made their homes 
since migrating here after the coming of the Great Maw, their destroyer and god who ravaged their ancestral lands on 
the borderlands of far Cathay. It is an immense wild and windswept country, whose climate is harsh and cold, and it 
is the abode of all manner of strange and terrible beasts, against which the Ogres happily make war, hunt for food and 
subdue as beasts of battle or burden. At its eastern flanks can be found the shattered and often unquiet ruins of ancient 
civilisations and dead realms which even the Ogres believe are best left 
undisturbed. Here in the Ogre Kingdoms an Ogre Tyrant often 
rules as far as he may see 


in practical terms a valley or 
high pass — by strength and fear, and while undeniably 
savage and brutish, the best (or worst perhaps) of 
them possess a certain cunning and intelligence 
thatsees them open to extorting tribute and 
captives from rivals and trade caravans 
alike for ‘protection’ (often from their own 
followers). Many tribes allow the sub-race of 
greenskins called Gnoblars to fetch and carry 
for them and trade with them such baubles 
and plunder. as they might take, the better to 
acquire things they hold in true value, such 
as weapons and more meat (ie, captives). 
Indeed mercenary Ogres are a far from 
uncommon sight in other lands where 
they ply their bloody trade for gald and 
food. These Ogres, sometimes known 
as maneaters, are valued and dreaded 
in equal measure, and when the bigh 
crags and valleys of the Ogre Kingdoms 
become too full with their own kind, 
they march on other realms to appease - 
their hunger and the lands of Men and 
Ores tremble to the footsteps of this 
monstrous race on the march, 
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ae The Ogre stepped forwards and bellowed a challenge in 
© the coarse, guttural tongue of Chaos, daring Tamurkhan to face 
es him in person rather than let the Toad Dragon fight his battles for 
him. Tamurkhan’s pride rancoured at the barb, and even though 
~~ Bubebolos might haye easily trampled the Ogre into the dirt and 
> been done with the for, Tamurkhian knew that the eyes of his own 
iors and champions were.upon him, and that they too had 
‘ iBeisapod the Tyrants words. Cunning indeed was this Ogre 
ngst his kind. He would not show weakness “and what was this 
rs compared to the pawer of one favoured by the rotting blessings of 


: "Ruther Nurgle?” he thought. 


©) Drawing his dark-edged runcblade, Tamurkhan slipped down 
from the Toad Dragon's back and prepared to meet his enemy's 

| challenge, while behind him the Chaos host rasped and'bellowed 
“. itsapproval. The two armies drew back as Tamurkhan and the Ogre 
a Tyrant approached one another. They began to circle — cach looking 
| Foran opening to launch its attack. The great Ogre towered above 
} Tamurkhan and the cadaverous Chaos lord in-his rusted finery 
i }sctined impossibly fragile in comparison. Yet not eyen-an Ogre 
‘could fail ro recognise the power of Nurgle’s chosen chanipion, and 


The Ogre was firstto strike, hefting a wide swing with hisaxeand 
Tamarkhan darted out of reach withderisory case, onlyto be caught 
almost flatfooted when with unforeseen skill the Ogre reversed 
the blow and sent the axe's brass pommel flying at the centre of 
Tamurkhan’s head with murderous force. Tamurkhan barely rolled 
with the impact which sundered his helm and reposted with.a 
" Savage series of stabs against his hulking enemy's exposed flesh. The 
» combatants parted, both sporting wounds, and the battle was joined 
in eamest. The great axe swung in deadly arcs, while Tamurkhan’s 
tuneblade spat and hummed as it slashed and stabbed at his foe, 
and all around them Ogre and Chaos Warrior alike shouted and 
bellowed for their champion’s victory. Minutes passed and both were 
bleeding and battered, neither having gained the upper hand, but 
Tamurkhan saw his opportunity when his foe’s axe blade, striking — 
downwards was momentarily caught in the armoured breastplate 
of a fallen Chaos Knight. Screaming prayer to his dark patron, 
i Hamurkhan thrust his black blade swift as an arrow straight towards 
E e% the Ogre’s eye and sank its point deep into the-monster’s head. 
‘ Ae Ogre staggered back clumsily, dropping his axe and waving 
whis ams jerkily about as if fending off an irate wasp, but did not 
Py, Bot. fall, and Tamurkhan lunged in to deliver the killing blow. But 
f =)? Baraka Breakmountain was far from dead. Bellowing in rage the 
j _ ©) Tyrant charged his enemy with a shocking burst of speed, his great 
j amoured belly slammed into the Chaos Lord and smashed him 
. sprawling and stunned to the ground. Tamurkhan rolled to his left 
a as Laer later the Tyrant’s body slammed into where he had Jain. 
S Stunned and recling Tamurkhan staggered to his feet, broken bones 
a " Gfinding together inside his withered body bur could not escape as 
A the Ogre caught hold of Tamurkhan by the shoulder and shoved him 


upon the ground. A deep moan came from the Chaos host as 
_ they saw their master fall, 


x fire the tuneblade frm his hand and snapped it asunder. It 
: d the Chaos Lord's tpraised arm and snapped it off ar 
asa man at a feastmight tear the wing from a roasted 
putxhan's maimed arm wageled back and forth as ifhe 

3 to fend awalhis enemy with a limb that was no 
Tyrant madé a breathless noise that might have 


he the Ogre stood astride Tamurkhan and, with both hands, 


= 


been a hollow laugh but as he did so a gout of black and crimson ~ 
liquid fountained from Tamurkhan’s severed stump and struck the 
creature full in the face: The Ogre roared and wiped his eyes but the 
foul liquid was not blood, it was a torrent of writhing grave-worms. 
The Ogre staggered back and clawed at his eyes and mouth, pulling. 
away great handfuls of the vile worms that even now burrowed into 
the open wounds in his face. Jerking to his knees like a puppet with 
severed strings Tamurkhan tore off his ruined helm and from behind 
the mask of flesh, the Maggot Lord's true form emerged. Behind 

him the body of the Chaos Lord he had stolen on the killing fields 

of Zanbaijin lay as nothing but a crumpled and empty shell, like the 
sloughed skin of a serpent. The maggot-thing whcoiled and leapt at. 
the thrashing Tyrant and in a second had bored into the soft flesh @ 


Of the Ogre’s exposed throat, the Tyrant toppling batkwatds like a ae 
felled tree. as 


The greatest warriors.of Chaos are favoured by the gods like no 
other face. Such favours often give thern néar-daemonic powers 
unimaginable to other mortals. Yet even so, the sight of Tamurkhan’s 


destruction and that of his enemy was no common thing. Allwho ~ 4 
watched stood in awed silence as the sky above them darkened a - 
foetid green and the field of corpses began to twitch with blooming : is 
rot and steamed with noxious amber vapours. The Tyrant's huge 
body Seemed to churn and pulse and the Ogre’s skin rippled back y 
and forth a while, like waves upon the'sea, then stilled as if some Bi 
conflict had been won. Tamurkhan the Maggot Lord opened his eyes 4 ; é 
and gasped in huge gulps of air, filling the Ogre’s ravaged fungs.as = 2 , 2 
if for the first time like a new-born beast. He rose up — standing or 
broad feet upon squat muscular legs — and stood, a little unstéadily. * 
Fora while he flexed his arms and stretched the huge muscles cither + 
side of his thick neck. Gradually he gained his balance. He took = 


a step forward and ashe did so there was a mighty roar from the- 
Chaos host. As forthe Ogres, some had already begun to flee, scaling 
the rocks and crags with surprising speed while others fought on but 
soon Were overwhelmed. Many of the Red Fist tribe were confused i 
by this strange turn of events. Was this creature still their leader or 

was it now their destroyer? Some were simply awed by the Maggot y 
Lord’s victory, but in any case they knelt in submission to a new and 2 
terrible master. = 


Tamurkhan then picked up the broken remnants of his black war- 
blade from the ground — how tiny it seemed in his monstrous 
hands. He tossed it aside and instead took up the Tyrants axeand 
held it aloft as all around him the great horde roared in vietory 
and he too bellowed his triumph ina brute yoice that was now 
Tamurkhan’s own. The way to the west was his. 
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| hose of the horde that did not share Nurgle’s faith steered 
well clear of the noisome encampment of their leader at this 
time, and instead roamed the hill country nearby, foraging 
and culling the primal beasts that roamed the hills for meat, 
“setting up store for the arduous and-bleak lands they knew lay 
ahead. Tewas testament to the favour that the Dark Gods had'shown 

“Tamurkhan that when the year began to wane they returned once 

“more to his banner when called, although reluctantly for the most part 
: theJure of glory to come still weighed favourably with the Kurgan. 


The winter had seen the Chaos host make its way along the grey river 
through league after league of rolling, barren hills caught between 

_ the mountains to the north and the trackless Haunted Forest to the 

~ south. They had battled their way thtough teeming Gnoblar swarms, 
gigantic black scorpions the size of watchtowers and a score of brutal 

~Ogrétribes which had to be broken, driven off or overmatched in 
turn, Although given more open battlefields than before, none ever 
posed the threat that the Red Fist tribe had. The battles had been 
glorious and the Ogres a worthy foe, and many of the warriors of* 
Chaos-had seen transfiguration and blessing in the eyes ofthe Chaos 

Gods for their, prowess and death toll, while others, dealt afickler 

* hand by the.dark fates, now replenished the ranks of the war-spawn 

_ that thronged around the beast-born shrines'to the Chaos Gods at 

‘the centre of the host, By the time the horde of the Maggot Lord 


THE CHAOS DWARFS 
Malign, dark-souled and merciless, the Dwai Zharr or Chaos 
Dwarfs as they are known in legend to the other peoples of the 
world, are a warrior race of daemon-smiths and crafismen, 
slavers and brutal killers who dominate the northern reaches of 
_ the Dark Lands and have done for thousands of years. 


Long separated l from their fading kin of the west, the Chaos 

Dwarfs havegiven themselves over to their dark master, 

and Chaos has worked subtle changes on their bodies, slowly 

mutating even the notoriously resilient Dwarfen physiology, 

inflicting twisted terrors on their minds and souls so that they 
- have become a spite-filled and calculatingly cruelreflection of 
what they once were. The most extreme examples of this change 
| can be found among the Sorcerer-prophets and Daemonsmiths 
6 rule them, who must pay a heavy price for the power they 
gain from their dark god, and the grotesque and murderously 
bestial Bull Centaurs, mutated beyond almost all recognition 


The centre of their power is , Mingol Metaahicd — the 
City of Fire and Desolation. It is a place of unimaginable 
suffering for the countless slaves of other races they use to fuel the 
f turning of their ceaseless industry and to appease the appetites 
of their nightmarish god, Hashut the Father of Darkness. Their 
empire has come to encompass the vast fire-scorched palapee 
§ plain of Zharrduk at the heart of which Zharr Na 
| and delves » below the surface taking in countless miles ir 
, Y lit delvings, furnace chambers and hellish 


Paces if Blbid and Dae 


ways of the Great Plague Father. The change upon them had been ~ 
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“claim dominion over the shifting, desolate landscape of the 


the greatest of their creations they have jealously guarded for 


path fat north’to south, marking the teeta 
Lands, perhaps a little more than half of the o 
that had gathered to Tamurkhan’s banners 
Zanbaijin remained. His force though still nt el 
thousands, and Beastmen and Giants now added tothe ranks, as 
Ogres, many of whom had taken on a tennble Se aie 


It had pleased “Tarmarkhai to bring those of fic Red Fist tribe that : 
had bowed before him now he wore theirdead Tyrant’s body close 

into his circle, and he assuaged their hunger with gifts of the ees Ba, 
and most decaying and corrupted meat, thus inducting them into the. 


profound, and mutation was rife — even these creatures so usually 
resistant to the touch of Chaos could not help bat succumb to so 
concentrated and malignant a corruption. Whole regiments of Plague af 
Ogres now fought alongside Tamurkhan, whose own stolen flesh : 
had bloomed and rotted in turn, his features no more thana sagging 
ruined mass, while a single twisted and pustulant horn had sprung a0 
from his crown. It was this bloated and decaying figure, mounted s 
as.ever aback Bubebolos the Toad Dragon, that had confronted the * 

“Dark Empire of Zharr at the great river crossing over which, like an 
obsidian dagger thrust into the burning, smoke-ladened skies, the 


Black Fortress of the Chaos Dwarfs stood sentinel. “ - : 
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succumbed to the hand of the Chaos Dwarfs and it is littered 
with the scars of vast open mines, fiery rivers of lava, ash dunes 
and stagnant pools of foaming yellow and blood red alchemical 
spoil worse than the foulest natural poison. Far from dying 
away, the Chaos Dwarf empire is slowly and steadily expanding 
its influence and maintains several major outposts and fortified 
citadels in the southern Dark Lands, most notably the Tower 
of Gorgoth and the Black Fortress, although none could truly - 


Dark Lands, nor its monstroys inhabitants. 


Unlike other Dwarfs the Chaos Dwarfs are deeply learnedin 

the sorcerous arts, and have become obsessed with the control —- 
of hellish forces and the fires of the deep earth, combining the _ 
dark lore they have gleaned with an artisanship and skill for 
metalwork and industry undimmed from their ancient past. 
This has produced a bewildering variety of strange and infernal 
war-engines, daemon-bound weapons and deadly tools of war, 
many of which they have long traded for resources and captives 
to the Chaos-worshipping tribes of the northern wastes, but 


themselves, and so decade after decade their power has grown. 
Deepwithin the Dark Lands, shielded by deadly mountain 
ranges and set amid desolation and the haunts of monstrous 
beasts, the empire of the Chaos Dwarfs has faded into legend 
to many in the Old World, but those forced to confront their 
implacable black-iron clad armies and savage engines know 
the truth. The day may yet come when the armies of dread 
Zharr-Nagerund march fi “Yatiabe sen ensoah 
beneath their heels. 
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THE SONS OF FIRE 


On the opposite bank of the river, across the shallow causeways that 
were the only place a force as large and unwieldy as Tamurkhan’s 
horde might cross into the Dark Lands for many leagues, Lord 
Drazhoath the Ashen, master of the Black Fortress had drawn up his 
army. Here Tamurkhan’s thousands were matched with rank after 
rank of compact regimented figures encased from head to toe in 
thick ornate armour woven from smouldering steel scales and thick 
blackened plates; brutal blades and strange ornate weapons beating 
a deadly rhythm in unison against brazen shields. All throughout 
their lines were batteries of nightmarish war engines, daemon fused 


cannon and gaping-mot 


1 mortars. At the flanks great mobs of 
Hobgoblin slave soldiers cowered and fretted under the cruel lashes 
of their overseers, ready to be spent as a living shield of blood and 
bone for their callous masters. 


Tamurkhan knew that he had the power and might to force the 
crossing, even against thelegendary wrath of the Chaos Dwarfs 
of Zharr Naggrund, the sheer fury and monstrous power of t 
horde would see to that, but the cost would be high indeed. As for 
the commander of the defending force, Drazhoath knew that I 


faced a battle of a kind unwitnessed in the land of Zharr since time 


immemorial and his reason calculated the odds poorly in iS s fayour 

Yet even in the face of certain defeat Lord Drazhoath was un fraid 
for he was of a race prouder and more stubborn 

the face of the world, and thus was his charge andchoet 

those consigned to garrison the mighty Black Fortress 

the boundary of the Chaos Dwarf dominfon Fe to fight 

with the breath of 

Naggrund. Though death and destruction were’ iiettbable! hew 

not disgrace the Chaos Dwarfs of Zharr nor sell cheaply the legac of 

Hashut, his Father in Darkness. Each perhaps had the echo of some ne ss 

other outcome of the confrontation than mutual destruction in _ 

mind from the start, but first both pride and the desires of the Darl 

Gods must be borne. There would be blood. 


For many hours the tide of Chaos crashed upon the army of the se 
lords of Hashut. In wave after wave it advanced upon the thin line 

of Chaos Dwarfs only to be beaten back under a hail of arrows and _ 
gunfire. Strange missiles leapt from the Chaos Dwarfranksand 
fell upon their enemies with great resounding crashes like thunder, _ 
Warriors and beasts were blown into so many pieces of shredded 
flash and mangled iron or burned, the ames charring their Hesh 
even under the waters of the black River Ruin. Yet, like the tide, 


the army of Tamurkhan came on relentlessly. As one warrior fell 
another stepped into his place and soon by storm and winged beast 
the supply trains of the army of Zhart began to come under attack 
from above. Rotting-wing corpse-vultures and daemon-furies struck 
from the skies, while sorcerous lightning arced down to burn and 
blast, causing powder kegs to erupt in lethal fireballs incinerating 
all around them. The dragon-rider Orhbal Vipergut led the aerial 
assault behind the Chaos Dwarf lines, scattering Hobgoblin caravan 
ards and butchering screaming slaves bound in their traces and 
unable to flee. Soon enough however, the Chaos Dwarfs’ guns slowed 
and many were struck silent, their ammunition and powder spent. 
Slowly the horde tegrotiped to renew the attack, and this time the 
Dolgan war mammoths were to lead the assault, and behind them 
heavily armoured Chaos knights.and warriors were taking up key 
positions before the foe. The morning's battle had simply been a 
preliminary attempt to draw the enemy’s fire. The Chaos Dwarfs 
had unknowingly wasted their cannons and powder on the most 
expendable parts of the horde: mutated cultists, wild monsters, 
Sayage or mindless spawn, and those so blessed by Chaos’ corrupting 
touch they were glad to seek death rather than live another day. Of 


course some sacrifice had been necessary: thousands of Kurgan lay 


fall to all alike. 


dead or dying as well as hundreds of Tamurkhan’s Plague Ogres. That 
the path to glory was awash with blood no one would ever deny, 


Drazhoath the Ashen was neither fool, nor inexperienced as a 
general, and saw immediately the peril his forces were in. Swiftly he 
commanded a detachment of his Infernal Guard to hold the line 
until slain and ordered his follow Daemonsmiths to work with feat 
and mind-clotiding magics to hurl the Hobgoblin slave-soldiets at 
their command into the teeth of the foe to delay them while the 
greater and more valuable Chaos Dwarf force and its engines of war 


sought a retreat. The plan however did not survive the charge of the 


ground-shaking war mammothis across the causeway, and even the’ 
Infernal Guard could not hold back such a weight of muscle and fury - 
and the centre of the line omthe far bank was shattéted in the huge 
beasts’ first mighty. assault. The retreat became a disarrayed rour, P 
as the weapons of the Kurgan, fell mercilessly upon the Ores and 

Hobgoblins who made up the greatest part of the slave army, and f 
many more of the cowardly creatures died in the rush fo escape as 

the panicked Hobgoblins fought and clawed over each other in their 

eagerness to flee. Those not trampled to death by their comrades 

were simply buried and suffocated in the press. Isolated blocks of 

Chaos Dwarfs stood their ground tather than face the ignominy-of 

being cut down in flight, bothaat their war machines and in defensive 

squares of steel-shod warriors. They fought savagely and bravely, but 


they stood little chance as the horde washed over them. There was 
great slaughter on both sides, but soon the victory was Tamurkhan’s, ; 
and Drazhoath, his Daemonsmiths and the core of his Legion made Sas: 
good their retreat, covered by agreat cloud of ash and sulphurotss 
darkness, back to the safety of the Black Fortress. i 


THE BARGAIN STRUCK ; ' 

It was Sayl the Faithless, he of the twisted flesh and serpent’s tofigue, 
that was chosen as emissary in Tamurkhan’s stead to deliver his 
word to the Chaos Dwarfs, now holed-up in their near-impregnable 
fortress — a great hollowed-out and sculpted mountain surroundéd 
by cinder-pits where molten magma flowed like water at the whim 
of its masters. Sayl, who had by this time become the de-facto — if 
untrusted — leader of all within the horde who were not pledged ‘ 
to the Plague Lord, was some whispered a far from wise choice, but 
from Tamurkhan’s view, no less than a quarrelsome if useful tool, 
and ultimately expendable should the Dwai Zharr choose to make a 
point of destroying him. 


Tamurkhan’s message to the Chaos Dwarf Lord was thus: 


“Know that I Tamurkhan, son of the Great Kurgan, Master of Hosts, 
Bringer of Desolation, Champion of the Lord of Decay speak: 


Would you Lord Drazhoath, perish knowing that your land will be 
despoiled and ‘your fortress plundered? 


By all witness of the Dark Gods you have fought with honour and 
brought glory to thy Master — now yield without shame. Our war is not 
with the Lords of Hashut but with the lands of Men. Join us, grant us 
the blessing of steel and thy fell arts of war, and the spoils of victory shall 


As it has been before between the Kurgan and the sons of Zhark letitbe 
again and a pact struck between us,” 


Drazhoath heard these words and dismisséd Tamurkhan’s threat to 
the Black Fortress as an idle one, and yet all around the lands he 


Warecar 


ES ae The Bull Hf Haske is their 
oe go battle standard and hély icon 


The Infernal Guard knbw 
neither fear nor pity 


Fy ; “Daembnamiths cf elabsrute 
‘2 and individual helms and 
armbur for themselyes, 
» a cuchanting the mein mrurderbus 
vitrals 1 Of phver 


Peerless fabricators s bf weaponry, 
the Chabs “Dwarfs fashion their 
arms and armiur from bl; ick steel 5 ‘ 
And blééd- forsed grommil, twisted i : i 
with runes if malice and hate rt | 


THE BLAS rED WASTE 


Mien. 


TOWER OF GRIEF. : cS 
DESOLATION 


8% reba, THE Mace. 
a. OE y Rati 


Beto ah 


i ge gO OO SO 2 OSS OO Se ge eee 


ot ¥ 


had sworn to dominate were scourged, ravaged by the wolf now at his 
door — a calamity his brethren in distant Mingol Zharr Naggrund 
would not forgive. But his wicked heart leapt as he thought of the 
legendary riches of the west, of iron and stone and gemstones, of the 
plunder of slaves, of gold and flesh and blood. But most of all of the 
lore he might glean, For many years now stories had reached the dark 
empire of the Chaos Dwarfs of the powerful battle magic and war 
engines that lad risen in the human lands of the west — tales spoken 
of by caravan-masters seeking to curry favour and confessions extorted 
under torture from captives and freshly bought slave stock. No doubt 


was in Drazhoath’s mind that these purely human creations would 


prove inferior to the craftsmanship of the Daemonsmiths of Zharr, ey 

but there would be great merit in their measuring. Should he léad 

an expedition and match themight of his legion agdthst the humans 

of the west in victory and take their secrets for his own, then among is 
o 


Hashut’s dark priesthood his spar would rise anew, and so the Hames 

of glory to come were fanned in Drazhoath’s cold and spiteful breast. F 
None of this reasoning the lord of the Black Fortress allowed to slip 

before the baleful Chaos Sorcerer before him. Drazhoath would 

ensure the bargaining would proye longand arduous before at lasta 


pact was sealed. 


DEATH IN PAYMENT OF DEATH 
The horde marched south-west under the guidance of Hobgoblin 


outriders where the horde encamped for three moons at’a wide, long- 


disused mine known as Ghulaktha in the Chaos Dwarf tongue. Here 
by bloody battle (as a part of their bargain‘with the Chaos Dwarfs) gilts 
they drove out the Black Orc tribe that had infested the.ruins andset 

about ranging far and wide with great slaughter along the Sealded 

Delta, sending a steady stream of captives to the dark empiré to the 

north, In return caravans pulled by strange, ash-blackened beaststand 

steamings clanking machines the likes of which no Kurgan had Ver 

seen arrived by night and day at Ghulaktha bearing bushels of weapons 

and darkly forged watgear to re-equip the horde. Without mercy or 

cease, deep within the bowels of the Black Fortress and the distant y 

Tower of Gorgoth hellish furnaeés which burned flesh and souls as 

much as coal and tinder, blazed and hammered and resounded with 

sacrificial screams as under Drazhoath’s directions preparations were 

made for the Legion of Azgorh and its malevolent engines of war to go 

west with Tamurkhan’s horde — not as followers, but allies against a 

chosen foe. The sworn pact was that for the aid of the Daemonsmiths 

might in bringing down the great city, the Legion of Azgorh would in 

return haye their pick of prisoners and battlefield plunder, and then 7 


N 


would the bargain be complete. 


As preparations were made for the journey west, and in honour of the 
bargain struck, Tamurkhan and his warriors joined in battle alongside 
the Legion of Azgorh against One-of their most terrible and ancient 
foes, the Dragon Omdra the Dread. This tinster of legend had stirred 
onge more-and soon its dominion carried across the northern Plain of 
Bones and its colossal black-winged shadow scattered all-before it in 
nightmare and terror. No mere beast — however great its size — was 
Omdra, but an ancient and wicked creature with dark magics to match 
even the vaunted Sayl, and at whose inhuman will gargantuan Maw 
Wyrms rose up from the black sands to give battle alongside packs of 
wanton and hungry Crypt Ghouls, to whom the dragon was no less 
than a god, and threw themselyes with savage piety against the Kurgan, 
In this battle were thousands slain, both Kurgan and Chaos Dwarf 
together, and here did the Great Chaos Spawn Garth’grak fall, and 
even mighty Bubebolos suffered grievous wounds as the Nightmare 
Dragon and its servants ambushed the horde’s main column int the 
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‘dead of night. At great cost in blood and sorcery was the Dragon- 
- god herself gravely injured and driven away to slumber beneath 
the bones of her dead kin, her threat to the Desolation of Azgoth 
> broken — at least for a time. In return for this effusion of slaughter 
on their behalf, the servants of Hashut honoured’Tamurkhan with 
the gift of a war-axe fit to his stature, a darkly enchanted blade to 
replace the Tyrant’s which had shattered in the granite-hard skull of 
a Maw Wormin battle, Also, at Tamurkhan’s behest, they took the 
near hundred Giants that still fought with the horde and worked 
eir arts of forge-craft and sorcery on them, encasing them in plated 
2 ‘iron and fitting them with great hooked blades and picks, the better 
to scale and sunder the fortifications the horde must face when it 
‘reached its destination. 


THE SFORM APPROACHES 
oon however, Tamurkhan grew impatient to move onwards, wary 
that his horde’s numbers were steadily bleeding away, battle by battle, 
and conscious too that the omens were beginning to turn against 
~him. Dark rumours and whispered words born upon wings of sorcery 
"from a thousand leagues northward spoke that other forces even now 
assailed the Empire, and other mighty champions clamoured for 
the Dark Gods attention with their great and terrible deeds. Even 
a within his own ranks, while his might remained unquestioned as 
purkhan’s devotion to the Father of Decay, some spoke of the 
re ently wrought upon his stolen Tyrant’s body, and that they 
aps a mark that the Plague God's judgement — either for 
truction — was soon to be at hand. Great had’been 


al glory, , for he had carved a trail of desolation across half 


to tread and the number Ae bodies that lay at his feet could 
a ( but the city of thrice-cursed Magnus he had: 
Gods, he had yet to deliver 
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At last in a council of war Tamurkhan declare 

to render up a final victory to the Chaos God 

the Maggot Lord set forth once again westward w 

to cross the Worlds Edge Mountains at Death ass 

both the closest route and at that time the least r Oppo 
great armies of Orcs and Skayen having fought each oth he 
annihilation in battle to control it in recent year: Witht 


the west'so close now, and the horde having - prered an 


were driven before it, Tamurkhan’s savage Teen bag te is 
common currency among the misshapen Ghoul-kin, brutal 
and predatory Hobgoblins that lived in the western Dark 
At the entrance to the wide pass they were met by a full ; 
the strength of the Legion of Azgorh, the serried regiments of th 
Infernal Guard waiting lockstep for them with Drazhoath hims 
their command, mounted upon a great burning beast like a win: 
bull. With them were drawn up strange iron and bronze engine 
caravans, half supply train and half war machine, driven forward by 
steam-hissing wheeled carriages they called Iron Daemons. ee a). 
were a bizarre and frightening sight to behold. 


They drove on to the Death Pass all but unopposed, its d 
skulking terrified in the shadows at the baleful sight ofthe 
great horde and the smoke belching armoured column th lat 
beside it. So it was that in the dying time ofsummer in the 
2510 of the Imperial Reckoning that like the wrath of ater 
and despoiling god, the horde of Tamurkhan fell upon eas 
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d sterrugzled frdm his flagging minor, which wandered drokenly away as sin as it was free of him, flung off his dented 
and cast down his ruined shield, 
ld fast lads!” he shinted before the pale-fuced young wible could firm words, “ Redeye's eslionn is coming right up 
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im ws he heard the distort scatter 9f groofire answered by « bellowing, blibd-curdling ery. 
metal became dimmer and move distant, the sereams faring as he ride away. 


SUNDERED KINGDOMS 
Life within the Border Princes is hard and full of danger, and yet 
the coming of the Chaos horde of Tamurkhan was a disaster unlike 


sae anything these hardscrabble lands had seen for centuries. After 


their long travail and the hardships they had endured in the Dark 
Lands, the Kurgan, Ogres and foul beasts within it looked upon 
‘the rolling green downs and tangled, verdant forests before them 


_and had neyer before seen a land so rich and ripe for despoil, and 


they fell upon it like starying jackals set loose in a sheepfold. All but 
uncontrollable in their frenzy, the horde broke up-almost at once 
inte a thousand independent bands that rayaged all before them 
ikea wildfire, drowning one petty kingdom after another in its own 
blood and leaving all barren and blasted in their wake, great heaps. 
of bodies mounded beneath gristly standards where any had the 
temerity to stand before them. Vastly outnumbered and outmatched, 


_ even the largest and most militarily capable alliance of baronies and 
> principalities, the so-call ‘Confederation’ of the Eagle” whose army of 


skilled and veteran mercenaries met the oncoming horde under the 


, generalship of Lietpold the Black — an infamous sell-sword general 


of great renown —.could not slow let alone stop the horde. The 
human army, comprised of armoured knights’and well-disciplined 
pikemen was crushed utterly, and the fleeing saviours ridden down 
by death-hungry Kurgan, Lietpold being almost alone in escaping 
the field, albeit at the expense of his own troops’ horrific demise. 


It was only after weeks of slaughter and destruction that Tamurkhan’s 
outriders, by messages both of command and unveiled threat, were 
able to bring back the horde, now in good spirits after the carnage 
they had wrought, back to heel and under his control. By the time 
this was done, the heart had been torn from the Border Princes and 
it had suffered a cataclysm that would not see its population recover 


THE. BORDER PRINCES 
The Border Princes are a disparate and ever-shifting 
collection oft ‘petty kingdoms, rough-hewn territories and 


overall state or control, power in these eid territories 
depends both on the sword and the strength of those that 
wield it, and the shi ifting web of alliance and feud between 
its colonies and denizens is all but incomprehensible to 
“outsiders. Although its hardy inhabitants are primarily” 
‘human, both greenskins as well as darker forces hold sway 
here, while the threat of rampaging monsters from the 
‘i mountains and Orc raids from the Badlands to the south is 
constant. The exact rulership and size of any domain within 
4 itis in a constant state of flux. This is held testament to by 

* the fact that the land is littered with the wreckage of fallen 
- watchtowers and overgrown settlements that have failed, 
‘. ofien dying by violence rather than slow decay. Despite the 
A many hardships, privations and dangers of life in the Border 
W Princes, this lawless frontier of human civilisation remains 
an irresistible draw to many in the Empire, and indeed in, 
¥ ilea and Bretonnia, for it offers freedom from oppression, 
outlawry and discrimination in their homeland. Thus 

') are the Border Princes a haven for disinherited noblemen, — 
MY defeated claimants to title and land, the bastard-born — 
criminal, as well as mercenaries and outcasts ofa all 


_ his Dolgans to wreak havoc ever further afield despite preten 


but forgotten, burit offered an alternate route further west that 


” Tay open and ripe for the taking and were yet untouched by 
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for nearly a generation, and unquiet and vengefil 
its downs instead. Not all of the horde did return 
some small bands and vile beasts, tiring of Tam 
the Border Princes hinterlands and trouble its 


difficult for Tamurkhan to hurry, as he himbele seemed to his 
followers less human and less sane with each. passing day. Sayl 
Faithless counselled speed, lest the Empire of Men know th ir 


unite them once more. 


Matters worsened as without warning hurricane storms rolled in” 
from the mountains, driving sheets of rain that turned the downs ; 
into sodden quagmires of mud, while the voices of hungry spirits 
in the winds howled between the peel of thunder. Day after day _ 

the storm went on unabated, unnatural and horrific in its intensity, 
driving Chimera and other fell creatures down from the heights to rip 
apart fleeing refugees and their pursuers, driven mad by the ceaseless : 
hammering of the rains and the unearthly howling on the wind. News 
reached Tamurkhan that Black Fire Pass was awash with a flood like _ oS 
a great cataract and there was no way the land-machines of the ‘Chaos : 
Dwarfs could hope to attempt its crossing, even if hauled bodily by iY 
the great beasts and Giants at the horde’s despoil.. Tamurkhan raged” 
murderously, lashing out at his own followers and raving thathe 
heard the laughter of the Darks Gods in the storm's yoice. 


It was Lord Drazhoath who unexpectedly provided a solution, in — 
collating such scorched books and blood-stained parchments as 
his forces uncovered from their path of destruction, he had learned 
of a pass named in some texts as the Winters Teeth. Splintered 
and inhospitable it was said to have been the site of Dwarf mines — 
and citadels long since abandoned, and the pass itself was all ” 


might allow them to cut up into the belly of the Empire from an 
unexpected quarter, The unnatural storm lessened in its intensity a 
the further west it went, and when war parties sent to scout the _ : 
pass vowed it all but untouched by the hig¥oc'that fained down,” 
Tamurkhan immediately seized upon it and set the drums of the 
horde beating in frenzied motion. The acolytes of Nurgle, joyful 
in their suffering of the agues and miasmas that the foul weather 
brought them and inyiolate in their faith in the Maggot Lord, | 
answered the call keenly but others did not. Many of theever 
superstitious Kurgan saw the unnatural storm as a sign of the Dark — 
Gods’ disfayour. Others muttered yer that the lands westward Se 


despoiling horde. Those chanipions who did not embrace the Plague 
God démanded the omen’s meaning ~ Sayl threw burning runes 
prophecy across lattices of boiling elf-marrow, all presaging, 
and death, When informed of these omens, Drazhoath mer 
coldly and turned away while Tamurkhan would b x 
predictions, his fate, his glory was but ‘handful 
After all, Tamurkhan declared, the [ 
reported only some scatterédhp 


he sreat horde of Tumperkhan ascended the sonthern 
sides 8f Winters Tecth Pass, amd the chill of the hish 
moontains prickly fell upon them, Ach mist dinginp z) 
the shadbwed sides $f the near-vertiail network ofovide 
Tavines that awatted them afterthe steey central 213zAp 
Paehvery that iseny from the forest belie MA the fenfalls 
Bf thibriscinds gwickly scattered the upper Layer 
and forced through snarled waderbrnsh, themuth of Lark 
Diuzhbath’s lore became apparent, Thistndecd was 
nd natural ternitin eatin, but tie heavily norked wna 
Angmented m anctent days — a sreatihisronshfare ortended 
for truins $f caramains and wipins. The artisanship of 
the Dwarfs that had carved rt had sto6d the test of time 
ln after its evcatérs had perished and their kinfalk had 
retreated to a few scattered repuacs. The artAt bulk of the 
Kiarsan and the Sarvs went first, clearing the way, 
brniging 1p war mammdtis to shite aside boulders where 
they had fallen frim on high. Behind them came the 
disciplined engme-traiw vf the Chats Dwarfytike iets 
black-ivin Jer pens, hissing stedmt and sending ash and smibhe 
inte the frigid ain; flanked by mnylacuble chhonns sf heavily 
arminred Jyfernal Guard, watching warily their masters’ 


works and tiking te the stint of the climb and the relentless 


Space the horde’s vanguard set without discernible effirt. Some 


j nce they had attained the high pass through the Black 

) Mountains, the going grew easier as the pass was far more 

level than might have been imagined, and high above them 

the peaks and rock faces were crowned with effigies of 

_ ancient Dwarf ancestor gods, heroes and runic inscriptions, 

weathered by time and the fury of the elements, but far from erased. 

Setting a brutal pace, by midday the foremost warriors soon found 

ae. -< themselves marching through recently abandoned encampments 

aa  andilitter piles at the open mouths of caves. Foul and unkempt, they 

‘ showed clear signs of Goblin-kind as their makers, and many of the 
campfires at their fore still smoked and the stench of charred flesh 
hung upon the air. Further on, the Kurgan came across the remains 

_ of their own kind — those riders that had scouted ahead of the horde 

and not returned. They passed the grisly rhutilated bodies of former 
comrades staked or hung beside the path where the pitiless greenskins 
had left them to be found while heat-cracked human and horse bones 
littered throughout the campfires spoke of the fate of others. At these 
crude barbarities the Kurgan laughed, for they honoured the Dark 
Gods and had seen far worse in their time — indeed had done worse 

, _ themselves. The Chaos Dwarfs were indifferent, their demeanour 

| ’ neither heightened nor dimmed by the findings, and as for the Ogres, 
the scent of burning flesh merely stirred their famously insatiable 
apggecioes and made them only more impatient for battle... 


The sun was past its zenith, and the high pass taken in of gathering 
shadow when the horde first sighted the enemy. Flitting small 
shapes moved along the ridges and Dwarf workings above the pass, 
sometimes taking pot-shots at the passing column with their crude 
bows, but never closing with the horde completely. In response 
their shots were answered by desultory arrow-fire in return, but 

- whenever an enraged force broke off from the horde to ‘chase them, 
the shadowy figures melted away, leaving only the echoes of their 
mocking laughter. 


THE SERPENT SEVERED 

As the hours progressed towards true nightfall the horde’s casualties 

started to mount, but Tamurkhan ordered the horde onward still 

— he would brook no delays now he was so close to his prey, and 

pushed his host on until they had reached a point where the ancient 

i ‘naps they followed described a wide shoulder of the mountain, its 

Pe hammered flat, where it might be possible for the horde to.. 

wich s some measure of cohesion and security before the sun's 

o it was that after a day of almost continuous harassment 
column of the horde turned into the shadowed vale 

he high peaks and was faced by a vast sea of black cloth 

; spread across the wide, stony expanse, lurid. 
ping in the chill wind. The Night Goblins 

s force to reach, point where there was 


Death from the Darkness 


* warlord’s banner, and with Sayl yet far behind in the column of 


usry of y war mammoth- nisl horns momentarily drowning mee 


Gain it, With the horsemen and hounds ee 


fear at the sight of what confronted them, b 


__sereaming Night Goblins bound 


upon the flanks and rear of his warriors once battle had been joined, 3 
Night Goblins were wicked and cowardly creatures Be not 
have dared to bar his path, even in such nambets, unless thes 
filled warbosses that led them felt assured of some chance of ro. 
That they believed this was the case now, against so mighty and» 
terrible a force as his host, spoke either of mass mene on their pe par 
or some dark Scheie he could not yet see. 


The Night Goblins did not attack immediately, but iste nes 4 
and clashed their weapons, screaming and howling taunts from 
across the barren space, clearly waiting for the horde to make the 


_ first move. Tamurkhan used this pause to swiftly dispateh orders to - 


his commanders and array his vanguard into battle order, sending ; 
word along the long line behind him that battle wasabouttobes 
joined and warnings of imminent ambush. He summoned both’ Sayl s 
the Faithless and Kayzk the Befouled to his side, while Orhbal ew 
high above the horde in an effort to gain the measure oftheir foe 
and any trickery they had planned. The Kurgan were eager to spill 
blood however, and the tainted Ogres more so, and soon, by order or © 
not, the horde would make its assault, and would not be held back, 
bridling as it was for carnage after long hours of being taunted and 
picked at by the Night Goblins hidden in the heights. 


No sooner had Kayzk’s pestilent and reeking form reached his 


‘march, did’Tamurkhan’s own Plague Ogres break from the ranks ~ 

and tumble headlong at the enemy, bellowing and frothing i in their 
rage. At the sight of this a great roar went up from the horde and ~ 

scattered bands of Kurgan Marauders joined the charge, alongwitha 
maddened pack of mutant warhounds three-score strong that fought 
loose of their keepers and leapt slavering at the foe, swiftly outpacing 
the Plague Ogres with their long, loping strides. Knowing thar the 
disordered charge would lead to disaster for the horde, Tamurkhan, 
roaring in rage, was forced to sound the general attack, the blaring” 


their wake pounded a rapid beat na the horde lurched 
hoof beats and thousands of heavy foorfalls echoing like 
peel of thunder and kicking up great clouds of dust in 
the lead, 


eternal accompaniment to the armies of Nugle = 
like an angry black cloud, casting a shadow actoss t 
The great mass of the Night Goblin army wa 


bristle jagged spear-points levelled before th 
by their own numbers and the prisoning rock 
With the advance half way to the ens 
and evén more bizarrely, ragged, winge 
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a THE NIGHT GOBLINS ; around at night and usually hide away during the day, sometimes De 
.' H!  Goblin-kind has long spread across the face of the world as a welling up from the deep places under cover of darkness to conduct 
\ \ verminous stain, despoiling and devouring, and preying on brief but brutal raids on the surface, stealing away livestock and 
\ ‘a anything weaker than themselves where they can. They are also prisoners for their larders — human children being a particular 
." highly adaptable creatures and down the ages isolated tribes of Jawourite as the folklore of many lands such as the Empire and 
\ j L? Goblins have diverged into Sub-breeds\(some would say devolved Bretonnia will attest. Although scrawny and gangrenous looking 
ty. : ai into them), distinct from their more commonplace scavenging kin. _ things under their stained and blackened robes, Night Goblins 
Je 3 ¢ The most widespread, successful and feared of these subspecies are nevertheless can be both sly and quit k-footed, and while as 
w the Night Goblins. Lhey are strange, spiteful and vicious creatures, cowardly as the rest of their kind, they find strength in numbers 
& , © considered insane even by the pitifully low standards of their kind. and can overwhelm more skilled and powerful fighters by 
4 . ie swamping them incombat and dragging them down to be hacked 
= ‘ Adapted te dwelling in the lightless depths of their underground and stabbed with merciless delight. They are also infamous for the 
i MN  Izirs, Night Goblins have developed a strong aversion to sunlight use of bizarre and strange weaponry and tactics — often fuelled by 3 
2 'g that leads them to habitually wear dark hoods and cloaks to pe over-uise of powerful fungus-brewed poisons and hallucinogens % 
4 we keep off the rays of the sun, and all the better to cranland skulk which their shaman and the petty warlords who lead them use Me 
: unseeniin their subterranean realms. As such they prefer to move to instil some spite and fury in their forces. Also counted within , ; 
4 their numbers are infamous drug-frenzied 
: ball-and-chain wielding fanatics who hurl : 
<< 


themselves at the enemy in a whirling 
Srenzy of death. Alongside these fight 


weird barely controlled fungus-beasts 


known as Squigs’ which are used 


as suicide weapons and haphazard 


c mounts along with mutated and Ms 
gigantic spiders coaxed up from the 

of deep caverns.’ f 

us ‘ ss 2 
ae 3 

~ It would be easy to underestimate § 

- the threat posed by the Night Goblins 

3 to the other peoples of the ut orld, ' %s 

P but the truth hidden in the dark 

z reaches beneath its surface is that 

‘ they swarm and multiply by the tens 


if not in the millions, 


of thousands, 


and were they somehow united they 


would perhaps soon overwhelm the 


kingdoms above. For countless years 


they have fought an unending battle 


for control of the undermountains 
and deeps with the Skaven'and 


the Dwarfs, as well as far worse 
denizens of the lightless depths. 


This warfare, as well as their own 


cutthroat treachery and rampant 


- infighting, creates a continuous 


attrition that has kept their numberse 


below epidemic proportions. But 


despite the never-ending death-toll yy : 


they endure, their domain has slouhp 
: UE) 


and cancerously spread down the 
centuries. Already much of whee was» ay 
once the great Dwarfrealm of holds 
along the Worlds Edge Mountains is 


now theirs, and their foul nests can 
be found dotted from the trackless 
peaks of the Vaults, to the frozen 
rocky wastelands of Norsca, tothe 
edge of the ash-strewn Dark Lands 
and the borders of far Khemri. 


went up from the Night Goblins, and the carnage in the pass was 
doubled, and suddenly intensified as shaman cast spells that began 
to crackle and spatter amongst the charging Kurgan. Curious green 
lights played upon the Chaos Marauders and many were suddenly 
cast to the ground and crushed beneath the invisible weight of 
powerful magic. Their forces much thinned by the onslaught, 
P. "the Kurgan slammed into the Night Goblin horde and the entire 
__black-clad mass seemed to shudder and quake as the line of battle 
quickly becatne a swirling melee of blood, dust and iron, stabbing 
rising and falling in frenzied 
lurched clear of the crush almost 
entum of b lood-spattered 
1'§ Ov n sle gchammer~ 
red-to the fore and 
re pouring into the gap 
yake — for there were 


column of Nurgle- 
behind ‘her more and more: 
the charging anguard had lef 
housands more eager to do battle in 


elves in their dark maste 


of the Chaos Gods ~ 


Dragon simply stepped on and crushed beneath his incomparable 

_bulk while Tamurkhan gutted a mountain Giantand yanked out 
fistfuls of its innards as bloated carrion flies swarmed into its body 
devouring it from within as it wailed its piteous death ery. 

Without warning, the mountains themselves shuddered as strange 
green lightning flashed high above cheBarcle. An instant later'a : 
colossal grinding sound vibrated through the fabric of honor 
momentarily stilling the frenzied battle and causing beast, warrio' * 
and greenskin alike to stumble and fall. High above at the entrance ie 
to the valley and at a dozen other narrow places along the pass, vast — 


slabs of rock and ancient Dwarf statuary untouched by time slowly pa : 


Ry 
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THE FEASTERS FROM THE DEPTHS 
Away from the front line Sayl the Faithless had been trapped with 
the advance party of the Chaos Dwarf contingent as the mountains 
~ fell within a nartow stretch of the pass surrounded by the remnants 
.  _ of high sided citadels. No sooner had the pall of dust settled and 
the screams of the cruished'and broken died away then the attack 
1 = began. A shower of black-fighted arrows flew down from the 
ta i heightsubove, while from the rock walls about the pass, further 
S deep tumbles emanated, 


Pack-beasts howled and slave bearers shuddered and fellas arrows 
sunk into their hides, but against the Chaos Dwarf Infernal; who 
swiftly fell into square defensive formations, the hail of missiles did 
little. few shorsinevitably found their mark, but they were few 
indeed, for their Chaos Dwart-made armour was close-fitting with 
‘barely.a chink between overlapping plates. 


‘Quickly, from behind the spreading dust, screaming steam like the 
death-cries of damned souls, an Iron Daemon engine hove into 
* view dragging behind it a double carriage train, one of fuel and the 
"other a heavy tubular cannon around which a trio of Hellsmiths 
were hurriedly chanting and spraying boiling hot blood from golden 
thuribles onto its béll-like casing. The clanking and hissing machine 
quickly became the favoured target of the unseen archers in the 
heights, and the enemy fired their artows as hastily as they could, 
but the Iron Daemon thundered forward undaunted, shaking clear 
of the rubble and debris to take up the rear of a now triangular 
formation of Chaos Dwarf warriors, into the centre‘of which Sayl 
fetreated with his own bodyguard-thing, the chattering Chaos 
Spawn Nightmaw stumbling and rolling along behind him. No 
» sooner had Sayl gained the centre of the formation than the import 
of the ominous rumbling noises bore fruit, and.ancient stone doors 
swung slowly open and here and there in places the stony. ground fell 
away to reveal wide passageways into the earth. These, like the now 
€2ping entrances into the mountainside, were ancient Dwarf works, 
utterly undetectable until revealed, and they were now controlled by 
far fouler masters than their creators. Unfolding like nightmarish, 
oversized parodies of men crafted from pallid blue-grey flesh and 
warty scales, Stone Tralls surged frorh the blackness within the 
_ mountains. There were scores of the huge creatures, their yellow 
eyes rolling crazily in their lumpen heads and their faces splitting in 
=) moon-wide grins of hunger. Behind them the black-shrouded figures 
of Night Goblins teamed and swarmed forth like rats, their wicked 
| Kniives flashing in their hands. Gunfire crackled from the Chaos 
Dwarf ranks striking down dozens as they poured forth from their 
tunnels, but the ambush was well planned, and the distance between 
thecombatants too close for the assault to be halted in time. In 
seconds the battle was joined, and a bloody, chaotic melee ensued, 
the lumbering trolls and gibbering Night Goblins surrounding and 
engulfing the far outnumbered defenders. With pitiless savagery the 
Chaos Dwarf Infernals cut down their foes, hacking and slashing 
through the Night Goblins, smashing them down and crushing 
their squealing bodies underfoot, The Infernals trusted to their 
_ Own great resilience and the strength of their hell-forged armour to 
Protect them from the frenzied press of bodies and stabbing blades, 
and although some fell, dagger-points finding eye-slits, carnage was 
Wrought on the attacking Goblins by the cruel warriors of the Black 
Fortress, The Stone Trolls however, offered a far graver threat: The 
dull-witted but brutal creatutes wielded crude mauls and double- 
ded axes with incredible strength that were able to puilverise even 
the heavily armoured Chaos‘Dwarfs with a clean strike, while the 
Wolinds they received in return fused close with frightening speed 
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THE WARLORDS. OF THE HORDE 
The horde of Tamurkhan the Maggot Lord was, like - 
many of its kind, made up of not only its master’s ~ 
personal disciples and sworn warriors, but also scores 
of smaller warbands and Champions of Chaos drawn 
to Tamhurkhan’s standard by the Maggot Lord’s L, 
strength and the promise of victory. Foremost of these ‘9 
was the Dolgan, Sayl the Faithless, who men called td 
the Twisted Seer of the Wastes, a sorcerer whose power 4% 
and skill for treacherphad already made him a dark * C) 
legend in the north long before Tamurkhan’s horde r 
was formed, and Kayzh the Befouled, mister of-the re 
Rot Knights whose slaughters in the name of their 


patron Nurgle were innumerable. In addition to these” » 

most infamous war leaders were others such as the ; ; 
Dragon Rider Orhbal Vipergut, the insane Guluah 

Crowclaw, false prophet to hundreds af screaming ¢ 
mutant cultists, and the beast master Hu’ll Dreth, Ae ear: 
whom legend had it had once been one of the storied te 
Truthseers of Albion before the venom of Chaos seeped y 
into his soul and corrupted his flesh, Each sought UF 
their own personal glory and advancement, aswellas ¥ 
the chance to conquer and destroy in the name of their Wi 
Dark Gods; their-loyalty to Tamurkhan holding true KR 
only so long as their ambition would allow and the q 
Maggot Lord’s strength and favour in the eyes of the. gs 
gods remained strong. , 
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as was the gift of their monstrous kind. Where the Stone Trolls 

attacked in number, the Infernals’ lines began to buckle and fray, and 

even though some of the bestial trolls were cut down or hacked apart 
_ and dismembered beyond even their abilities of regeneration, Chaos 
Dwarfs lay shattered and slain in their wake and the teeming Night 
Goblins — still spilling in great number from beneath the earth — 


tushed in to press the advantage. 


‘Surrounded suddenly and fighting for his life, Sayl the Faithless, 
greatly wroth that his vaunted seer-craft had failed him, was 
consumed by rage and drew upon the powers of Chaos with wild 

“abandon, channelling his sorcerous might into blinding blasts of 
incandescent lightning which rippled like a scythe through the 
Night Goblins and turned even the hulking Stone Trolls to charred 

_ skeletons despite their legendary resistance to witchery. About the 

. Chaos Sorcerer, trailing its own web of smoky shadow capered and 
snapped Nightmaw, its mangled, shifting limbs plucking screaming 
greenskins within range of its three greedy maws which snickered 
and flashed almost too fast to see, sending up a mist of blackish-red 
blood around it. 


The Iron Daemon ground once more into motion and dragged 

_ unknown numbers of Night Goblins to their deaths beneath its 
wheels and against the many barbs and blades that adorned it, The 
hellish machine’s cannonades fired, shredding Troll and Night 
Goblin apart before it in a welter of gore, and the war machine 
seemed to howl and roar like a living thing at the slaughter it 
wrought. In answer, a weird whistling double cry echoed around 
the press of the pass, and in hearing it the Night Goblins answered 
with whoops and shrill cries of their own as from a vast yawning 

fe gateway in the mountainside two freakish and enormous creatures 
half crawled, half bounded into view. Even Sayl the Faithless was 
momentarily struck aghast for he had never before seen their like. 
They were colossal pumpkin-like things with rubbery fungoid flesh 
of unwholesome'yellow-flecked scarlet. Their bodies were swollen 
like rotting heads, with slayering slit-mouths filled with sword-length 
fangs as wide as a tower-gate. Even as Sayl watched he saw the first 
of the hulking monsters throw itself heedlessly into the press of the 
battle, uncaring whether it crushed friend or foe beneath its bulk, its 
impossibly wide mouth working hungrily, devouring fangs dragging 
out screaming-rasps of tortured metal as they pierced and severed its 
steel-plated prey. Beneath the onslaught of the colossal things, one of 

“the Infernal regiments disintegrated in bloody mayhem, collapsing 
one point of the defensive triangle, its survivors overwhelmed and. 
dragged down as they attempted to flee the all-devouring monsters 


behind them. 


_ * Sayl retreated, coughing blood and crackling with stray discharges 
power from his sorcerous exertions, Nightmaw carving a path _ 
5x him as he sought refuge, putting the smoke-spitting and gore- 
attered Iron Daemon and its carriage train between him and the 
feasters from beneath the earth. 


she did so, the Hellsmiths atop the weapons carriage spun the 

ened-bronze cannon to face its target, twisting runes and 

le white hot, swimming and flowing like water across its 

See LY eas thunderous report sounded and a mighty 
fir 


ng it gu in.a sheet of ichor and flaming 
fruit, The thing's huge: carcass 
fell, 


_ Infernals, still besieged on all sides by an enemy whose bloodlust 


“A TIDE OF BLOOD ~ 


pushed back, the ground thick with bodies as great wedges were 


unlucky enough to be caught in its way. The H on the 
magma-cannon carriage had little time to celebrate their victor , 
however as they frantically sought to reload as the second terror 
was upon them. The Iron Daemon shuddered to ) turn away, buta 
shrill hiss of ¢ escaping pressure foretold the lurching : stopthat was _ 
to follow as the carriages suddenly shunted i into one another with 3 
bone-breaking force, and the monster was upon them. Smashi 
into the gun carriage, there was a grinding clatter as the iron and 
bronze contraption was overturned and toppled, burning ash and _ 
cinders scattering into the air. Hellsmiths, flames licking about ie 
them, scrambled to-be clear of the vast, slamming jaws, but the 
Iron Daemon itself — one side of its wheels hauled clear of the - 

ground by the huge weight that had twisted the carriages —was 
powerless to move or bring its own weapons to bear. The r 


had been only heightened by the carnage the monsters had caused, 
were too heavily pressed to mount a counter attack and looked set 

to be devoured or crushed one after the other while Sayl knew that 

for him to conjure a spell sufficiently powerful to harm, let alone 

have a chance to slay the monster would likely kill him too in his 
exhausted state. Sayl the Faithless cursed Tamurkhan loudly for his 
folly and pride, and prepared to gather the wild vortexes of magic 

that rippled across the battlefield unseen to mortal eyes to him and 
make an end to this enemy even though it might consume him, _ 
knowing such an action would mark a fitting pyre of destruction for 
one such as he. Lightning and storm winds played about the Chaos 
Sorcerer as at last with a tortured shriek of metal, the steam-cartiage’s 
couplings snapped, flinging metal explosively in all directions and es 
the monstrous thing rolled forward, its vast jaws opening wide. Sayh ae 
laughed in triumphant madness but before he could loose his spell, — << 
the ground beneath the colossal beast erupted upward in a great 

sheet of blackness and flame. The blast threw the Chaos Sorcerer — 
off his feet and he fought with every ounce of his twisted body and 
tainted soul to maintain his grip on the powers he had summoned, 
but to no avail. The power ripped out of him like a thrashing gained 
whipcord, smashing and withering all it touched, and Saylscreamed 


voicelessly as he too burned. 


Out at the front of the horde; the great battle in the enclosed ~ ae 
valley was beginning to turn. For even though the Night Goblins 
numbered in the tens of thousands and had cut off the head of _ 
Tamurkhan’s horde from any help, they'@ion’ found that they had _ 
woefully underestimated the strength and savagery of the warriors ; 
of the Northern Wastes. Iron-shod hooves shattered skulls, and ~~ ay ie 
speat-shafts and razor-edged blades of newly-forged black steel from > ie 

the furnaces of Zharr cleft shields asunder and hacked apart the 
Night Goblins cowering behind them as if they were no more than= 
rag dolls, Foorstep by bloody footstep the Night Goblin throng was i 


thrust deep into the greenskins’ ranks where the Chosen Warriors 
of Chaos, tall and inviolable and sheathed in otherworldly armour, 
contemiptuously tore through the greenskins embattled defence like 
reapers scything down wheat. Panic and disorder started to ripple ~~ 
through the sable-shrouded mass, and those caught before oes 
of Tamurkhan’s horde tried to flee but were prevented by the press 
of bodies behind them, only to be savaged by the ti sari: of : 
Chaos warhounds as s they attempted to flee. The ‘Night Cabin 
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Bt) ©» «THE BEASTS BELOW 
\ Beneath the surface of the world lies another realm, a 
¥ realm of darkness, horror and blind creatures crawling 
eternally in the blackness in search of prey. Aside from the 


nearer the surface is a vast network of tunnels and caverns 

formed both by natural and magical forces and the toil 

of twa diametrically opposite species, the Dwarfs whose 
ancient empire, now fallen to ruin, once ran for thousands 

. of miles undér the Worlds Edge Mountains and beyond, 
S and the insidiows Skaven whose wicked delving spread out 


\ nameless and numberless monsters that haunt the depths, 
‘ 

F 

} 


from theiraccursed city of Skavenblight through the earth 
like cancer through a dying body. Here, sheltered from 
the light of day and hidden from the sight of the world, 
scurry Goblins in profusion and with them noisome beasts 


such as Stone Trolls, weirdly mutated fungus-things and 
worse dwell. This is by no means the full extent of terrors 
that haunt the depths. Here it is that ancient Dragons 


gloat jealously over golden hoards gathered from fallen 
Divarf kingdoms amid bones piled higher than hills in 

vast caverns lit by an unholy phosphorescent glow. Deeper 
yet, legend has it, can be found strange vistas that the men 
of the surface world scarce can imagine — sunless seas 
where eyeless traken-kin are worshipped as hungering 
gods by twisted half-ghouls that lurk in lost cities that have 
never known the touch of a fire’s warmth to vast, formless 
horrors of plasm-flesh born of the dark winds of magic that 
have sunk into the bowels of the world moving through 
subterranean passageways like a living, all-devouring tide. 
It is better then that most that live and war on the surface 
remain in ignorance of the beasts that dwell below, for they 
have enemies enough until the day the nightmares that 
abound in the darkness rise up to make war pon the. world 
of light above. 


Divvh 14 51 


740 


S 

= 
ray 
13 
= 
= 


; 
Mev 


Vi 


directly into the tightly packed greenskin ranks and great showers of 
foul Night Goblin blood burst over the battlefield like rain. Soon the 
panic became a rout and those at the front of battle abandoned their 
weapons as they clawed and scrambled over those behind in their 
efforts to escape. 


Even now as the tide of battle turned, the greenskins were not 
entirely without guile or power, for hidden amongst their ranks 
were many vile and dangerous creatures as well as shaman whose 


a 
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THE SAGA OF GRISAK THE BLOATED 
As with many who followed in the Maggot Lord’s wake, 
the story of Grisak began in the harsh and forgiving 
Northern Wastes. A young and proud son of the Tolkmar 
tribe, Grisak first blooded himself in raids against rival 
clans and in brutal conflicts with his kin until the heads he 
had taken far outnumbered the winters he had seen. He 
travelled to Zanbaijin lured on by the promise of battle and 
glory, and after suffering a mortal wound which festered in 
the fighting, soon pledged his soul to Nurgle in exchange for 
the chance to live. Soon his body bloated and his strength 
increased prodigiously as the god’s favours were manifest 
upon him as he battled from the Stone Lands to the Plain 
of Bones, only to meet his end in the great ambush in 
Winters Teeth Pass, where surrounded by the 
bodies of the Night Goblins he had slain, 
he was brought down with a bolt hurled 
from the heights by a spear chukka, 
impaling him like a bloody totem to 
the ground. 


spells now began to fizz and spatter amongst the Kurgan line, Eerie ‘ 
green lights played upon the Chaos troops and several dense knots i) ONY 
of armoured warriors were suddenly cast to the ground and crushed ~~ 
to gore-stained pulp beneath the invisible weight of powerful magic. , 
The horde’s own sorcerers concealed in the ranks frantically woye . 
their counter-spells, but the magic of the greenskins was strange and! 
elusive; and blasts of verdant energy fell upon the leading Chaos 
warrior bands like hammer blows. TR 


At the head of one great-thrust of Nurgle’s blessed warriors which 
punched into the Night Goblin throng was Tamurkhan. As he 
hacked and crushed his way forwards, Bubebolos was struck again 
and again by sorcerous bolts that caused the beast to roar in pain. 
‘The onslaught of the Night Goblin magic left a strange, bitter tang 
in the air that unsettled the great beast and even the fly swarm 
that clustered about them drew high into the air to escape it. 
Tamurkhan’s warband had almost reached to the very heart of the 
Night Goblin army, where beneath a blanket of woven darkness an 
ancient and wizened Night Goblin shaman perched malevolently, 
enthroned aback a giant albino spider dredged up from the dark 
bowels of the earth and armoured with the bones of a thousand 
victims lashed to its carapace with flayed skin fetishes. Around the 
great corpse-pale spider flew the banners of the tribes who opposed 
Tamurkhan and claimed the Winters Teeth Pass for their own: the 
Murda Grinz and the Corpse Cuttaz, the Empty Skulz and the Dead 
Moonz. On catching sight of his enemy, Tamurkhan lowered his 
great axe and bellowed a challenge, spurring on the decaying and 
nightmarish warriors that surrounded him on to greater heights of 
fury and destruction. Coiling fogs of glowing green vapour filled 
the air and drove the Night Goblins into a whirling frenzy, and they 
hurled themselves heedless into their enemies, only to be speared or 
beaten down beneath the crushing charge of Kayzk’s Rot Knights, 
or smashed apart by the skull-headed flails of Nurgle’s Chosen. 
Sorcerer-acolytes were swift to answer the Night Goblins’ fog with 
infinitely more lethal magics of their own, and soon bilious yellow- 
black fumes descended upon the enemy, spreading baleful contagion 
and ugly death wherever they went. In the face of this horrific 
onslaught, the Night Goblins’ counter-attack first began to falter, 
“and then failed. . 


4 


Sensing that the end had come, the Night Goblin army fled in abject 

terror and the Chaos horde pursued. At the head of the fighting, 

Tamurkhan’s axe rose and fell, carving @’Bloody are through all 

before him as the greenskins scattered like mice before the harvest 

siekle. Bubebolos roared with all his might, and his rancid breath 

Was a poisoned wind that choked the life out of the panicked Night 

Goblins. All was mayhem and confusion, In their eagerness hone 

held back, but gave full vent to their fury, so that the greenskins were 

pressed together into the valley's narrow exits where their bodies 

were soon piled ten deep and their fellows clambered over them to 

‘be free from the wrath of Chaos unleashed. Still Tamurkhan did 

not stop, bur drove onas the valley narrowed, pursuing the Night 

Goblins through a defile with his decaying disciples and blood- 

drenched Bile Trolls close behind. The great beasts shoved aside 

the mound of corpses t6 reach their foes, but frustratingly the great 

albino spider — now short a chitinous leg where one of Tamurkhan’s , 

Plague-spawn had ripped ic free, and bleeding pink ichor from a 

dozen wounds == madeits escape up the sheer rock face; the ancient re 

shaman ¢linging desperateliygo its back, and disappeared behind = Es 

a Weathered statue and:into tHe darkness. With their leadertaken pee 

flight, the rout of the Night Goblins became an insane stampede to 

escape, and the victorious slaughter belonged to the horde. 
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AFTER THE STORM 

Elsewhere along the many winding miles of Winters Teeth Pass, 
battles both great and small were fought, and in many the forces 
of Chaos were triumphant, but in some places the Night Goblin 


~ ambush had proved more successful and victory for the horde had 


Only been bought at great cost. In others Tamurkhan’s followers had 
been wiped out completely, their bodies carried away into darkness 
$0 only blood-caked dust and shattered weapons remained to mark 
their passing to their surviving comrades, In the aftermath it had 
Been clear that not only had Night Goblin tribes been involved 

in the attack, so had many Orcs — tall, muscle-bound greenskins 
armed with heavy cleayers and massive iron shields that had thrown 
themselves too upon the horde’s rearguard only to be slaughtered 

in droves by the myriad fangs and claws of the Chaos beasts and 


_ mutated monsters they found there. 


‘The horde encamped thar night where it had fought, surrounded 


i, by the burning pyres of the dead to light the darkness, sore and 


‘3 J 
weary. No second attack came — the enemy had been spent, not 


‘only in numbers but in the will to resist. With the pale light of 


: wn came @ war council, fractious and bitter with recrimination, 
ut on it Tamurkhan imposed his will once more, although now 


‘4 Pa “ - 7 
more through Outtight threat and fear than any sense of the Chaos 
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Gods’ promised glory or duty to him in the others, Only Kayzk, his 
ever-rotting flesh seeping through many fresh rents in his armour, 
stood foursquare with his leader without qualm or dissent. The 
greatest cause for trouble was not the ambush or the bloodshed of 
the previous day but the need of labour. In order to'6yercomé the 
shattered rocks that had fallen to block the pass in a dozen places, 
great ramips needed to be built to allow for the passage of horses © 
and beasts, and most particularly for the wat machines of the Chaos 
Dwarfs to moye over them. Accordingly the Kurgan chiefs, whose 
fighters still made up the bulk of the horde’s manpower, along with 
Tamurkhan’s own sworn Plague Ogres would be the muscle and 
bone needed to accomplish this. This rankled the proud warriors‘ 
of the north, who saw such labour-as the work of slaves, and flatly 
refused to be under the direction of the Chaos Dwarfs while doing 
so. Eventually, through threat of bloody reprisal and dire necessity 
was accommodation reached between them, and although none 
were happy with the arrangement, the crude ramps were built with 
piled debris for stones and pulped Goblin flesh for mortar, and the 
horde once more struggled into life and movement. Resentment 
simmered now within the ranks where all should have been eager for 
battle, their final goal at last in sight. But Tamurkhan cared not for 
this, for the Throne of Chaos was fearly in his grasp. 
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“br Drazhdath serveyed the scene Uf fire and destruction arhond him and alloy cd hom 
displeasnre, the expression trching the left side of his firce only, the right Iu wing ling ince petri 
ihe horror 6f jngged bone and calcified flesh. While the Grobbi ambush hnid been foughe off, five stean 
padly damiived, ove of which, imeluding the dnc vlvrt had been bottled up, irreparably, Fewould nit do. 
Behina him, the waves of heat radiating from his moore, the mighty winged Bale Tanne Cinderbreath, t61d Ii of the 
Dessst’s satisfaction if nothing else as tt tore off her haunch of meat and splintered bine from ne af the Hellsmniths whd 
usd 18 shamefully failed him in the batéle with a wet eroch Jt 


The smike from the burning dead hon thick vine him and with ware Drazhbath van his ganntleted fingers theringh the film of 
aah that covered a nearby bilder with exagperited care. He watched the motes dance in the wavering heated abr studying for 


portents and shadows in their mivement, the distant sdroud of fireglaive shot telling him thatthe yattle was nit pute tver yet, 


vod watted. 


Soon the broken figure was dragged before him in the armtured grasp Of tv6 of his Jufernal Trinswirn and doemped 
sonccreminiously in his knees. Bis robes were little mire than acid-staimed tatters nom, the twisted avmbrr served 
and pitted, and patched here and there with jagged cauls of midnight-black ice despite the heat, while every faltering 
movement and hissing breath frém the man within spoke of agony, but still there was arrogance and spitcfil power in the 
brerming gaze that shone from beneath the visor: 
“Sayl,” “Dmizhbath mocked, “Can yon speak?” 


Fite cirvided helm nbdded slowly, “ Yes, Drachiath, Lord of Mhes, J yet can speak.” 


“You sve me your life. Fewas by Hawshot’s grace that F slew the beust.” 


A. strangled raping shond that might have been a langh echbed from beneath the vishr: 
seamed and with the merest gestere the brass-shoc stock of a fireglaive slammed ints the Chass Sorcerers 


Dyrazhbath wasn 
back, striking him t9 the flo: 
"AA life thatis mime to now tutke, if i 


Tike a fiery red heartheat, while behin 


40 chidsse.” Drazhoath primbrunced, the distorted vines in his armour beginning 8 pulse. 
ad him Cinderpreath stirred, sensing his master’s will 8 destrby. ay 
“Sndugh,” Sarl vasped, * F owe yom my Life, dred lord of the Black Fortress, 4s that whut yon wish t6 hear? 
“Yes, entugh from your viper tigre Sayl the Pwristed, Say! the Faithless broken tne. We Dri ath Lharv abvays 


$] y 


jur debts.” 


cxpanaive gesture with Iris Desay hued, For the moment he had little 


Sayl nodded slowly and made an ¢ 
“chiice, 3b ravaged was is body ane sondl, but already lis mntatted flesh was beginning heal and his 
strength would be slowly regained. He yin live, np thartks t9 Tamrkhan’s folly. 
"Ty emboslt, it-was ill-dine,” Drazhsath pronbronced as if expecting the prone sorcerer tb contradict him, “crooning, 
jnce bitched in its excerction, baad the tables been termed, and tt had been my forces inch at snperiby position, nate sind of the 
horde wild now be left alive.” 
“Seninge isttemat,” Sal rasped Pe arnane 
foresaw the danger, dread lord?” 


“Ds noe privtke me, aos'd one.” Drazhoath snarled. Be | 

 *Jomeant nd insult, favored of darkness, but polly state the treth, sand curing is tense "ey 

th's grip roflesivel tightened aroul Iuis warr~stagff ts hee wiked down ance Chub sowener yh 
hs of wtlring this ine sti, net mbme Sty hie 0 


Mires in scer-cnft, mdr your fire-baree visions 


ne “That neither mine dyn ve 
rs 


‘ 


wires with me, lo: yin have the desive t8 be 19 mc fiz 
anthale and powerful,  moerderdus and Itidden enmrent in the vogcen vortex 


bitterty again, sending greta mental semmndns t ree) his span Kightmav th return t9 him fri whatever 
had found 19 heal its yn loarts = fr) le Sayl lived, 16 to did the span, avttar if his past sins and 


“Dnachsath vas nt for", and ronlike the Sf. iggbt lord th +y followed, nor was he Cinded by the promise of 
shh fe poner — yes, hte had seen the flicker of donbt-and even fear in those cal-black eyes. If itis mortal, then it 
M dic...” The Chitds Dweerf soreerer-propheet had said, and lefe the vest unspken, for as the Krorgar vriver’ ‘ah 
Whim the Gods destrdy, they first make mighty...” 


Son they wird set foot xpin the soil of thrice-dammed Magna; aon ¢ lv matter whdd b- détided. €é i 
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jamurkhan had grown increasingly impatient and brooding 
j } since the battle against the Night Goblins. The many 
wounds he had suffered had since become increasingly 
infected and suppurating in a manner which pleased the 
followers of Nurgle that attended him, but to those not of 
“his faith, made him even less human both in aspect and in mind and 
ever more difficult to deal with. It was left then to Sayl the Faithless, 
still half. -crippled himself but slowly recovering his strength, 

~ to listen carefully to the reports of all the raider bands as they 
returned and piece together what lay before them. Whilst captives. 
lived he oversaw the work of their torturers, and when they died 
Sayl watched as the shaman bound their spirits and continued to 

. question them long into the night. He inspected the weapons of war 
that the raiders brought back as trophies and bid the Hellsmiths of 
the Black Fortress examine the arms and armour of the enemy with 
all their considerable expertise, of which they took a special interest 
in the few firearms taken by the Chaos Marauders. By these means 
Sayl learned all he could of the enemy’s capabilities and of the lands 
of the Empire before them. - 


: Once the horde had assembled its forces in the cold downs at the 
foot of the Black Mountains, at Tamurkhan’s bidding was a council 
of war called. Here Sayl spread a great map of fresh-sewn skins upon 


with chunks of slowly pulsing warpstone'so that all could see what 
was inscribed upon it, and the figures and signs thereon danced as if 
alive. With gluttonous greed Tamurkhan looked on as the Sorcerer 
spoke of the wide green lands the reavers had encountered, and the 
signs that terror of the horde had gone before it and so emptied the 
countryside and forests, save for a few stubborn holdfasts, high- 


of the dragon’s wing-beat, far to the north-west had their quarry 
been sighted, a great city rising from the land where two mighty 
rivers met, as great as any the northmen had ever seen — tower after 
tower, as white and pale as sea cliffs, and between them roof after 
roof of glittering slate piled one atop another in great profusion. 
Below them stood a vast tangle of streets as maddening as any 
labyrinth of che underworld and walls bristling with cannon whose 
"thunderous shot pad driven off the interlopers of the air.. 


turn, drowning out Sayl's words of caution so that he fell silent 
were swift to draw in and make their feverish plans of 
Pa all the war-leaders Present oy Drazhoath the pishen 


The Wrath 


all along. 


the ground before them, and anchored the corners of the parchment 


could guess that Tamurkhan’s horde now numbered pethaps a third 


walled towns and watchtowers to contest them. At the furthest reach 


“Solland, was protected by a wide moat before its banked walls and the® 


* sboats, j its garrison of state troops and peasant militia 


Chats 

route along the river, smashing a series of p 
that had been éspied along the way. ‘The or 
roadway — a remnant of the days centuriés t 
was far more populated and trade strong, wo 
Legion of Azgorh, its more passable terrain be’ 
use by thg Chaos Dwarf machine-train. All would 
for it was clear that surprise was lost to them; s some 
destruction they had wrought in the Border | Princes had 
survived to tell of the horde, but if fortune favoured them, 
Empire would still be slow to rally its full might to coun 
attack from this unexpected quarter as Tamurkhan had ba 


THE HORDE STRIKES NORTHWARD 
The great horde of Tamurkhan departed its camps north of waa 
Teeth Pass moving rapidly and with hunger for the destruction: 

ached to wreak; it spread across the region quickly, splitting apart 
into its divisions and rolling forward with frightening speed. 


before, or ill-fortuned garrisons which had been cedesed ot 
the last man to delay the onrushing enemy. Neither however 
any true inkling of what was to befall them or the trueh a 
power of the death that was about to reach out and take them. ‘None. 


of what it had, even re-invigorated by Ogres and Chaos Dwarfallies, 

from the size it had set out at. But in truth it did not matter, . for aa 
against the tens of thousands that remained — screami ing Dolgan_ 
horsemen, nightmarish Chaos creatures og the fire of Hashut’s ~ oe. 


chosen there was no defence. ~ 


Hornfen was the first to feel the wrath of Chaos. The town, well- : 
used to raids being situated in the barrens of the former realm of 


town's bridge had been destroyed byie its REE but the terrified 


sundered the gates; not one of the men yee nu 
to set the dawn after the ritual orgy federal a. Dark 
Gods that was to follow. The soy ee 


unfortunate 0 or foolhardy enough to ‘be caught in 
was taken in the night; emptied of civilians who had 


Sorcerers ranged 3 
claw-shaped ae toe a4 ; 
and datnned Necromancer alike over 
the power of the Chaos Dwarfs’ daemon- 
gppart with sustained bombardment; i 
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THE EMPIRE : 


invasions and calamities, disasters and wars without o 
The Empire of Man is the most powerful and influential number, Its power and prestige has waxed and waned many 4s 
( nation of the Old World: To some it is arealm of progress times, savaged by greenskin assaults and Skaven plots, y, 
| and civilisation, a bulwark against the tide of savagery deadly Chaos incursions and the dread predations of the : 
and darkness that has long drowned much of the world in ! 


Vampire dynasties of Sylvania, but it has always endured. } 
its grip, but to others it is no more than an alliance of steel 


and blood as callous and ruthless as any of its enemies, its 
order and justice a thin veneer over feudal tyranny, rampant 
superstition and the power-mongering of its military 


The lands of the Empire are divided into provinces and @ 
demesnes under the overall notional rule ofthe Emperorand | 
the Electors; each ruled by their own warrior aristocracy and 


s, elite, Regardless, the Empire has stood since the time of its provided for by their own mercantile class and clergy, and 
a) Sourder and now principal deity Sigmar, some two and a their culture and custom can differ greatly from one corner 
i half thousand years ago, and over the years it has survived of this mighty realm to another. This can be both a boon and 


a detriment, as while each province is largely self-sufficient 
and unified under its rulers, the divisions can and have led 

-  tolong standing rivalries between them which has led in 
turn to civil war and bloodshed in the past, and in times of 
crisis it can be slow to react as a unified whole, but when it 
does, the combined might of its diverse and battle-hardened 
armies are a match for any in the world. 


The muster of the Empire represents a powerful mix of 


; warriors of a myriad different stripes. From the disciplined > 
i ranks of its standing state troops — well drilled Spearmen, y 
halberdiers, swordsmen and handgunners that form the in 
@ pe backbone of every province's armies, to elite men-at-arms 2 
¢ such as greatswordsmen and the powerful Knightly Orders, ' 
/ _ to half-mad cavalcades of religious zealots who have lost > 


everything to the horrors of the world; but gained a savage : 
fanaticism in its place. Alongside these fight a profusion of 6 
professional mercenaries and free companies to whom war is 

as much a paying concern as a matter of survival, and more 

esoteric warriors such as battle-engineers with strange and x 
experimental weaponry of clockwork and gunpowder or 
those whose faith is so strong they can channel the Winds of P 
Magic to achieve minor miracles with their religious fervour, ih y 
and the exotic beasts such as Griffons and Demigryphs raised 

~ and trained for war in the Imperial Menagerie. Even rarer 4 

and more dangerous are the Battle Wizards of the Imperial * 


Colleges of Magic, who, though mortal, have adapted v 
to specialise in the study and control of one of the eight 
‘fractured Winds of Magic and become in part its master. ' 


The Battle Wizards are a power in the Empire in their own 
right, and their presence in the field can make the difference 
between victory and defeat, particularly against the many 
iematural and, nightmarish foes that would overthrow 
Sigmar’s realm and use its multitudes as a larder to slake 
their hunger. 


The current successor to Sigmar’s throne is the Emperor Karl 
Frans whoyiles from his royal court in the city of Altdorf: 
No mere figurehead but a mighty warrior, Karl Franz was at 
the ‘Nie of Tamurkhan’s invasion still a young man and an 

; active general who wits preoccupied on a war on many fronts, 

and it was not his fate to confront the Maggot Lord’s horde, 

butrather the defen ce of its second city, the great metropolis 

of Nuln, fell ta its ruler, the Countess Emmanuelle and her 

allies, wh met the threat with iron resolve and guile. nash 


n od 
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The rapid pace of the advance took its toll upon machines and beasts, 
and a wake of wreckage and corpses ay strewn behind the route of 
march, Here and there lone parties of Chaos Dwarfs grappled with 
broken down engines, bent drive shafts and shattered wheels, while 
the Kurgan abandoned the weak and the dead at will, and the beasts 
of Chaos devoured any that fell to assuage their hunger, Outriders 
roamed far to the north and reported the land northward now 
deserted save for a flurry of activity around the great city,and such 
was Tamurkhan’s rage on finding the rown of Gunnertag utterly 
deserted and left aflame when only days before Orhbal Vipergut 

had reported a stalwart defence prepared, the Maggot Lord ordered 
the Hames extinguished and the land foully defaced and desecrated 
in honour of NurglesIt was here that the horde once again came 
together for the final assault. 


THE DEATH OF THE PALE CITY 

Twenty-one days after breaking their camp at the foot of the Black 
Mountains, the Chaos horde beheld the white-towered city. The 
Kurgan regarded its high walls and stern defences, and knew that 
whole armies might break upon such fortifications, so high that not 
eyen a giant might scale them unaided, their blood and fury spent 
without ever stepping one foot inside their enclosure, cut down by 
shot and shell. Tamurkhan brought the Lord of the Black Fortress 
before him and bid him speak to the matter — after all why else had 
the Dwarfs of Zharr dragged their machines and great siege-mortars 


halfway across the world if not to topple fortifications such as these? 


Drazhoath laughed. “Walls?” he scorned, “I see only piles of sand 
crafted by children. Bring my brothers close enough and we-shall take 
pleasure in fulfilling our bargain and topple them for you.” 


The Chaos horde arrayed themselves for battle five leagues due south 
of the great city and marched towards their goal. Tamurkhan rode 
up and down the lines of troops aback his Toad Dragon, bellowing 
and exhorting them to fight with utmost savagery for the Dark Gods 


were watching. Wherever he went he was greeted by warcries, the 
unearthly howls of beasts, vile oaths and the hammering of blade 
on shield for now at last the Kurgan would see battle — not battle 
against the cursed greenskins such as they had fought at Winters 
Teeth Pass, but battle against the men of the Empire. Around them 
was a pall of dim and acrid fog, a sorcerous concoction designed to 
hide their true number and strength. 

/ 
The Emperor's army had taken up position before the city walls 
on a low, palisaded rise with cannon arrayed across its front, as 
well as on the walls above so to maximise its firepower; the mass 
of the opposing army standitig behind the cahnon line, with ranks 
of spearmen and gunners set to receive the horde’s charge, while 
providing room for swift withdrawal should the Chaoshorde 
press too close. Tamurkhan knew well the stories of the battles and 
warlords that had gone before him, and knew that the cannon of the 
Empire were to be feared as much as those of the Dwarfs of Zharr. 
The Weaponry of the Empire's soldiers shone brightly in contrast 
to the black and scored armour of the Kurgan and the tainted ahd 
sickly, greenish metal that adorned his ow followers. Tamurkhan 
grinned lopsidedly with the great, degenerate wound his mouth had 
become, for his enemy had alréady madea fatal error — they had 
arrayed fot battle expecting a headlong charge.which they mighr cut 
down with their guns, but he had brought guns‘of his own. 


The horde bought up to a halt just beyond the range of the erfemy’s 
cannon, a handful of which cracked and spattered up mud and soi} 


before them impotently. Once all was ready Tamurkhansraised his 
4 < 


colossal axe high and let it fall — the signal was given. Frony bticath® 


thetog withitvticafening roar, the brazen 
deSerfiction began the battle, eerily glow 


and black-iron' vessels of devastating — great plumes of flame lanced upwards, shredding men “f 


and cannon with equal ease while the ground itself shook where 
they fell like a wounded animal. As the wave of destruction rippled 
through the enemy and confusion and hortor broke out in the ranks, 
a great bloodthirsty cry went up from the horde, and in an instant 
the great mass leapt forward as one. Dolgan horsemen and Kurgan 
awe Spe ts -saters or <a be ae sured iia ide hounds braying at their heels, and ) 
| a >chind them came the roiling spawn and thunder-foored Ogres and 
. Be) THE TAINTED } hs 


Nu Trolls — an unholy mass of hate and muscle, bent oly on slaughter, 


BS ing projectiles arcing up 
trough the dense mist soon began to fall with frightening accuracy 
a #Wown on the closely packed Empire batteries behind the outer 

4 palisade. The explosion of the Chaos Dwarfs’ Dreadquake mort 


ar 
Shells, filled as they were with powerful alchemical 


explosives was 


&| When the Ogres of the Red Fist tribe were defeated bi: 
ht by Tamurkhan’s horde, a great many submitted to oe) What followed wasa shockingly quick descent into madness and 


his will and joined the monstrous host and were lost, 


} ft 
te 7 5 
ul body and soul, to Chaos. Fleshed in the body of their 


death, cannon roared on both sides and men and beasts were torn 
apart. Rather than stand and die before the onslaught, a wedged 


A! Ogre Tyrant, Tamurkhan led them through a series of ¥& column of armoured knights broke forward in counter charge, while 
yi foul rituals and tainted feasts which sealed their fate. § behind them regiments held their ground stonily, while panicked 
Soon all manner of plagues and diseases were visited militia cowered in terror or tried to flee back through the city gates. 
upon their desecrated bodies, and their suffering F) - The skies above blackened with swarms of flies and resounded to the 
was only elevated by embracing Nurgleas their god. \ doom-laded wing-beats of dragons and Chimera which descended 
In battle after battle they slaked their hunger and D» 


to smote cannon from atop the high walls and rampage through 


smashed their enemies in praise of the Lord of Decay; f the city streets. Horsemen from both sides clashed over the open 


those that survived becoming ever more stricken ws ground between the two armies. Black-armoured Kurgan Chaos 
with mutation and the stigma - knights fought against glittering Reiksguard, each charging through 
of corruption until scarcely 4 the ranks of the other and turning to charge again. Around them 


recognisable as the Ogres they 
had been. 


swirled a loose mass of lightly armed cavalry — the Marauders of the 
wastes on one side and Empire pistoliers on the other, the crack of 
the Empire-horsemen’s pistols carried aboye the shouts and trumpet 
blasts. Behind the advancing horde came the gun-cartiages of the 
Chaos Dwarfs. Hauled slowly forward by the smoke-belching Iron 
Daemon engines, they unleashed a steady creeping barrage on the 
foe, keeping their fire ahead of the battle line until the walls and 
towers shook with their wrath and burst aflame one after another. 


The cavalry battle proved brutal and short, with the Empire 
forces, wildly outnumbered, soon overwhelmed and 

scattered, and with a mighty roar the whole Chaos horde 

surged forward and crashed like a tidal wave into the 


outer palisade as the Empire forces tried to sound a 
general retreat behind the walls. Shells and fireballs 
fell before the gate, forcing those who would Hee to 
run a gauntlet of death, while those who survived 
on the battlements above rained down handgun 
shot and crossbow bolts with frantic desperation in 
the hope of slowing the unstdjpable tide. There was an 
‘almighty blast as a dozen hellish war engines spoke at once, and 
the great portcullis gate of the city — even then beginning to draw 
closed — exploded in a river of fire and disintegrated slowly into 
rubble; its.ponderous collapse dragging wall towers to ruin around 
itand crushing hundreds in its death throes. The horde’s warriors, 
afl Bot knocked flat by the thunderclap and rush of hot air, howled 
= in triumph, while the soldiers of the Empire screamed hopelessly, 
\: their Spirits broken, Hook-handed giants scrambled over the debris 
y ragging huge lengths of chains behind them, tearing cannon and 
mortars down from the walls from within and serving in death as 
’ ‘scaling ladders for the hundreds of screaming fighters following 
6 »brthind Plague Ogres smashed and slashed their way through 
+ Ae “yplésperate pockets of defenders and fell.ravenously on the bodies. 
The dust filled sky darkened to unnatural cwilight riven with 
setcaiing incendiary rockets casting a lurid glow over the carnage 
as the horde of che Maggoehard poured into the city, insane with 
_ the joy of battles, 


wie cityburned, . 
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1) eity were ablice br tom boobily inetd reins, 
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ng 
Lind of Decay, buts greeted ily with sileneg 4 
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“Why why will he notanswer me, T have master victory?’ Tromnhon sberred throvwoh his nevazed 
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court of the Countess Emmanuelle von Leibwitz of 

1e. coming of the horde had driven out all other cares 
cerns. The great tity of Nuln lay at the heart of the 

ee, a ak tealm of'industry and intrigue, 

he only true rival-to Altdorf ~ the Imperial capital, 

and power. Protected somewhat by its geographical 

ithad long wielded its position of wealth and influence 

d rebuild the war-torn Empire, growing rich upon the 

~~ recurring trials of ei¥il-dissent, invasion and catastrophe that have 

plagued the realms tong history with the frequency of seasonal 

storms, but now it unexpectedly faced the dire threat of an enemy at 

_ sits own gates — an enemy with a strength unseen in generations by 


. aa 
Ts . 

Wes 3 “Tewas notonly the sheer size and power of the horde that was the 

ae _ Gause of grave concetn for the'Safety of the city and wider Empire, 


sn <> but also its speed and deliberation that magnified its threat, 
~ © Rumours of Tamurkhan’s coming had first surfaced seVeral nionths 
ren _ earlier when stories of a dark army tavaging the southérn Border 
- Princes had been abruptly cut off with sinister swiftness. The flood of 
“oF =) ___ refugees fleeing ahead of the danger had been suddenly stilled which 
___ Offered a dire suggestion of what had happened on the other-side of 
“the Black Mountains, but it was not till the arrival of the infamous 
mercenary warlord Lietpold the Black, bloodied and battered in 
© the frontier fortress of Mendhelhof which guarded'the approaches 
of Black Fire Pass, that an impending threat to the Empire was first 
~<* truly realised. Although sought under pain of death by several of the 
~~ Empire's noble houses — and considered an unscrupulous butcher 
~- and dishonourable turncoat by most — Lietpold’s reputation as a 
general was however unquestioned, and when he spoke of his own 
_ Shattered principality and the ravages of the Chaos horde from the 
Be. 3 veast, the Castellan of Mendhelhof listened. 


. 
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eesatt The Margrave of Wissenland, Olger Hoch, upon learning of 
ie te the impending threat, had immediately despatched strong 
© feinforcements to the defence of Black Fire Pass, while Lietpold 
~* __ himself was escorted under armed guard back to Nuln to give 
ee) ea > 3 A 
ee evidence before the Countess’s Court. While the Margrave raised 


at a. his banners and stirred his far-flung principality for war, in the great 


city-state of Nuln, in whose thrall Wissenland largely stood, the 
ra +. impending invasion was treated with growing concern. Auguries 
pe ee and the portents of the city’s churches of Sigmar and 
ie ie “Myrmidia, as well as the Pprognostications of the resident -wizards 
~~ of Nuln’s Celestial Orrery all prophesied onrushing doom. But for 
dee the Countess Enimanuelle who tuled her fractious city-state from 
y _—sPehind her impassive mask of porcelain, it was the re-appearance at 
ourt of the Amethyst Magisterix, Elspeth von Draken — known in 
Whispers to some as “The Graveyard Rose’ in‘the myths and legends 
of the city: — that was the surest indication that a cataclysm was 
1 Elspeth von Draken was feared and renowned in equal 
are by those who tuled Nuln.,The powerful wizardess usually 
Dart from the politics of imperial power and the Empire’s 
Magic, engaging with the city only when some dire 
: dly rival plagued it,and that von Draken’s eerie voice 
tO the chorus 6f predicted bloodshed was proof 
juntess that Lietpold’s story held validity. The 
«in clo 1 session of the Countess’s war council spoke of 
le winds 6£magic, and of how they waxed strong 
of how the souls of the dead had spoken to her 


“+ 


: The Shadow over Nodn a 


6f the coming storm, and how for long moons she had fele Shyish, ~ it 
the deathly force that empowered her own arcane art, drawn like 3 
iron filings to a lodestone, lowing ever southwards hungri to the © 
horde and the stain of slaughter it wrought upon the world: With? 
the dread Catmine Dragon that was her steed, enslaved to her wilh, 
by the Amethyst magic that Howed like blood through its veins, she _ 
‘had followed the invisible currents of death into the ravaged Border » 
Princes and hovered like a carrion crow above the fields of the slain 
and stolen secrets from the dying souls she had found there, Elspeth,» 
von Draken knew the face of the enemy and the horror theywoulde - 

_ visit upon Sigmar’s Empire. Be tS Urs 


THE DOOM OF PFEILDORF a 
Nuln’s preparations for war were already gathering pace when reports 
came to the city of a vast Chaos horde — not in Black Fire Pass as 
expected — but having already crossed over Winters ‘Teeth Pass was ai 
massing in the barrens of the southern Empire. Confusion reigned ” 
and Olger Hoch immediately ordered the evacuation of his forces 
from the sparsely inhabited lands nearby. This country, formerly. 
counted as part of Solland (a province of the Empire long ago’ > 
destroyed and annexed to Wissenland), was left largely to fend for. 
itself while the Margrave massed his forces to defend his heartlands 
and suffered before the Chaos onslaught. Wissenland has ever been 
a sparse, bleak place, its people dour and4well-used to the privations 
of raiders and beasts, as well as killing winter cold and,theémur pOus 
wrath of nature. The abandonment of so much widely flung land to 
fend for itself was a tactic that had been employéd before, to fall back SAGs 
and leave nothing to the invader — to weaken and starye the attacker He tee 
before meeting them in battle ar a time and place of the Empiré’s~ ‘ 
choosing — was a tried and tested tacti¢ to the Wissenlandets, but 
against Tamurkhan’s horde, it would prove a doomed enterprise. This 
was no’erratic and ill-disciplined Orc raid, nor even a half-unseen* 
war of ambush and brutal surprise attack as might’be expected 
from a marauding Bray-herd of Beastmen. Instead the sheer size, 
speed and ferocity of the Chaos horde caught the Wissenlanders 
off-guard and made’a mockery of any attempts to delay or impede 
its ‘progress. Fortified holdfasts, fortresses and watchtowers were 
smashed to rubble with contemptuous ease, their attackers barely. ape 
pausing to loot the remains, and it was not until the three-pronged 
tide of destruction closed with frightening swiftness on Pfeildorf the 
province’s capital, that the sheer scale of the threat was realised with 
horror. Reinforcements recalled from Black Fire Pass had not yet 
arrived and Olger Hoch, the old Margrave, saw his doom in the dust 
and smoke that the great horde in its tens of thousands kicked up on 
the horizon, but refused to abandon his city to the enemy, despite 
calls to do so from the Countess’s emissaries. But he did order its 
evacuation but for his soldiery, and the last eddies of frantic refugees 
had-barely departed when the thunderous sound of hooves and + 
drumbeats were heard in the distance, 
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Hoch, the veteran of a score of battles had-drawn up his forces “ 
before the city walls, supported by troops and cannon lining the ~~ 
battlements. In forcing his enemy into an attack on a narrow front ~ 
and into the teeth of his firepower, he had hoped to break their i 
charge and prevail, but he had not counted on the dark Wafengines 
of the Chaos Dwarfs nor the savage strength of the monstrous 
army before him..He paid for that mistake with his life, and the ee 
lives of four thousand and more of his men as the emptied city mer xe 
its doom. ONS SS 
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Naser Pfeildorf iVdestracton caine Ake a thunderbolt to the 


x ‘thecity, and it was met with a swift and brutal crackdown of law, 
; “with the imposition of fines and impressed service in the militia as 
favoured punishment for troublemakers (or.anyone who happened 
» be standing neat them at the time while order was imposed), For 
she forces.of Nuln, who arrayed for battle knowing the enemy was no 
yre than a handful of days march away at best, the destruction of 
feildorf and its defenders represented a blow, but also bought them 
“time and precious intelligence about their foe — not least news of 
their sorcerous might and the strange and terrible siege engines they 
» possessed, and the Countess Emmanuelle and her council of war 
drew their plans accordingly. “En 


. » Tamurkhan'stage had been such that he had ordered the city of 

*. Pfeildorf laid waste, and the legion of Azgorh had been happy to 

_. comply, shéwering the gambrel-roofed tower-houses and warrens 
‘of narrow streets with incendiaries until the ruins blazed in a great 
conflagiation. The pall of smoke from the burning city was clearly 

ee wisible many leagues away in the wavering light of the following 

© dawn, so that even from the high battlements of Nuln’ outerturtain 

walls, Pfeildorf’s dark fate was unquestionable. ” 


Within the horde’s ranks the festering sore of discontent had wept . 
out violence and distrust as the truth that their target had not 
been the desired one became known. Those who favoured differing 
masters succumbed to infighting, scorn and recrimination, although 
many in truth did not care whose blood they’spilled or what walls 
they tumbled so long as they had the chance to deal death and 
destruction in the sight of the gods. It was rather.the fact that 
» Tamurkhan had been in error — that he had been made to look fate’s 
» fool — that was the cause of the actimony and foreboding, for the 
warriors of the North Lands and the servants of Chaos both despise 
weakness and some saw in it the cruel humour of the gods themselves 
directed at Tamurkhan. Hundreds died as the malcontent of the 
horde bore fruit over the following days, and fissures opened up © 
within its unity, such as it was, until it began to split along divisions 
of race and dark faith, while Tamurkhan himself retreated within 
the private circle of Nurgle’s followers, burying himself for days 
_ in foul rituals of appeasement and propitiation to his master, the 
ey Lord of Decay. The Chaos Dwarfs under Drazhoath showed great 
~~ *}*.. displeasure that they had expended valued munitions and machinery 
©”. against the ‘wrong target’ and demanded recompense, and while 
“fs ae f. Tamurkhan was sequestered in foul ritual, perhaps surprisingly, it 
was Sayl the Faithless who stepped into the breach of leadership and 
offered theny the ‘tight’ to a yictim of their own, the fortified town 
of Dakarhaus to the north-west to keep them occupied, to besiege 
and despoil uninipeded as they saw fit. This they did with swiftness 
and brutal efficiency, taking the town by storm ina savage night 


te 


Baki. Called ‘Skull Crackers fitted with steam-driven arsenals of massive 


short work-of stone, wood and flesh in their path. Supported 
Be by magma-cannon fire and a searing cloud ofiash conjured by 

- ae td Drazhoath and his cabal of Daemonsmiths to bedevil the 

4, deter ders at the battlements, Dakathaus was-taken largely inract, the 
“ae disciplined warriors of thé Infernal Guard making short work of the 
: defenders ‘once they were within the walls, gunning down any that 
+ resisted and profaning the temples of the human gods with the blood 
ee ote and re-dedicating them to the supremacy of Hashut, 

_ their own dark deity, constriic ing sactificial pyres where once their 
altars had sto ty: ruching giacPy’ 


attack, sundering the gates with modified Iron Daemon engines they . 


_ pulverising mauls and whirling scythe blades which made appallingly © 


Unfortunately for the townsfolk of Dakarhaus and” 


opleof Nuln, and threatened panic in the tide oF refugees entering, 


* ‘Te struck the black waters with a thunderous discharge of powel ark 


\ laughed, a hideous gurgling soundgn his ruined 


and ‘Scared shut, trapping the swords and.a ba khang 
Sethe Maggot Lord sent the assassin 
waters, The assassin resurfaced moments later, po 
/ “within it, showing the outlines of skull and bones 


_and mouth, its outline flickering and blurring out of step from the 


“A fist like a battering ram came flying towards the assass I 


_ the refugees that had flocked there; they were offered no quick death, - 
for the.scions of Zharr-Naggrund had come not to slaughter, but 6% 
enslaverand soon the whole town became a fortified slive-stockade / 
4s the Legion of Azgorh took it oyer for their base of operations, BE 
quickly shoring up the defences they Had destroyed and cutting off. 
the river crossing. Meanwhile, as thedays ticked by like the passage Sau 
of aclock’s hand, the rest of the hotdebegan to slowly fracture int 
desperatewarbands, pillaging almost aimlessly across the lands tothe, . 
south of Nuln while the forces of the Empire were content to rally int 
the great city and wait for the inevitable attack cach day bolstering 
their power slowly but surely, as just as fractionally, the horde’s 
cohesion and power wasted away. ; : ; 
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. * 
Tetookan attempt on Tamurkhan’s life to rouse the’@haos Lord - 
from his filth-tainted reverie, Unseen, silent and shrouded by.” 
subtle magics, the lone assassin had stalked through the cinders ~ 
and scorched ruins of Pfeildorf to the noisome encampment the 
Maggot Lord's closest acolytes had made in the broken’ and burned 
temnants of Sigmar’s temple that now jutted from the ruins likea» ~~ 
cracked ribcage, Here a thousand rotting bodies had been heaped Ss re 
up around a great pit dug into the crypts below, their necrotic juices ~ 
seeping into the carrion earth to form a shuite of surpassing foulnessa.,57. 
in which daemon-things crawled and Tamurkhan himself bathed” QE re 
in the befouled darkness. Knowing that it could not long remiain. : 
unnoticed despite the spell-weavingsiaround it, uponstalking over to 
the mouth of the corpse pit, the assassin threw off its coveringsatid 5%" 
leapt burning into the abyss below, lightring pouring from its ey 


world around it like a phantasm. 


a hiss of boiling ooze, the foul gasses that filled the crypt ignitif 
in unearthly waves-of green and amber flame at the touch of die 
assassin’s shivering skin. Blackened sword blades dancing with witch? © 
fire licked out with impossible speed as the assassin Aickered throwigh * 
the black water, slicing and burning the boated flesh of hulking ie 
daemon Plagie Toads that rose up against it. A BileTrollcame 
howling from the darkness, its long boneless arms reaching out to 
claim the assassin, but it was too slow anda burning blade plunged zy 
into each ofits eye sockets as the assassin spun on past it, knowing it sri 
had to reach its quarty before it was too late and it was Overwhelmed, 
by the nightmarish forces which filled the crypt. The assassin sped 
alonga line of stone biers half submerged in the reeking waters cyer: 
closer to the heart of darkness; when its quarry came instead to: 
as Tamurkhan, more bloated and terrible than éver in aspect; came 
roaring from the darkness, trailing a miasina of sickening fog in ae 
his wakéy SS aoe: OS athe ea eee 
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barely dodgéd aside in time asthe stone stattie of some fo: 
priest shattered under the blow instead. The bla 
danced out, lightning arced and rotted flesh b 


sank into his. swollen flesh, whichpulsed obscenely t 


# 
tumbli 


grown transtucent with the blue-white flame fror 
all ofits power for’a desperate final attack. 
not give it the chance, smashing the stone lid 
the assassin like an'@versized clubs shactéti 


"s 


: struck, a thunderclap erupting through the crypt. Like a broken doll, 

RS. a the assassin once more struggled to rise from the black waters, but 0 
“a F itwas not alone in the foul wash, and long bony fingers grasped at far removed from the Ogre Tyrant the Maggot Lord h 

it, baleful eyes glimmered in the filth and leering grins met its final in the Mountains of Mourn, the creature’s body had rott 


struggles with savage mirth. swelled larger yet and was twisted into a mockery of life=i 


stigmata of Nurgle writ clearly upon it. Afound it hung 


After Nurgle’s tallymen and their pets had had their way with the the grave and the murmurous yoices of flies; and all those of 
_ assassin, Tamurkhan looked over the remains with eyes now a faith who saw it fell to their knees and rededicated themselves 

. blind, cataract white and glowing like marsh-lights. Spell-stitched afresh to their master, so clearly now on the edge of apotheosis. 

* - and soulless, his would-be killer had been bound up with power Tamurkhan the Throne of Chaos was at hand. Tamurkhan was 
burning it away from within — his‘enemies had drawn their plans longer capable of mortal speech it seemed, but his words could be _ 
andshidden their tracks well; a body too damaged for him to discerned well enough by the acolytes around him in the mad 1 
possess should he have needed to, and with no spirit for his shaman drone of the corpse flies that fed off their master, and as a bleak 
and sorcerers to torture into confession, only a near-mindless procession of tainted daemon-kind followed him up from the black 
animating force woven from the winds of magic, driven to kill and _ Pit, scores of inhuman things leering and cavorting on palsied limbs, 

. know nothing more, Who had sent it? The battle wizards of the the Maggot Lord’s meaning was clear. The hour had come and Nuln- 
Empire ora dark master closer to home a would be usurper of - would know the wrath of Chaos. , 
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Hy A.REALM AT WAR ‘ rx! 
ei Times of peace are rare in the Empire and the hour of Tamurkban’s coming was not of them, with brushfire wars taking place in the 
north, heavy Orc raids in the west and the blighted lands surrounding horror-haunted Sylvania once more stirringinto unhallowed 
, life. These conflicts, as well as bloody dynastic squabbles in the province of Talabecland, had already seen state troops dispatched from . ‘9 
both Nuln and Wissenland to aid the Empire’s defence, thinning the forces that would be available to meet this unforeseen threat. 
Indeed the armies of the Empire had seen several rough seasons of campaigning over the past few years and were stretched thin in SG 
many places. Aid for Wissenland from the Empire's other provinces would likely be slow in coming. Itis not entirely true however to - 
claim that the Empire was, at the time of the Maggot.Lord’s approach, as weak as it might seem. The realm of Sigmar has endured 
Jor more than two antlahalf thousand years, despite endless plagues, disasters and wars, thanks inno small (part to the hardiness 
of its people and the often ruthless acumen of: its leaders, but most of all because while it may be riven.with rivalry, intrigues and” 
discord, when attacked from without it grows stronger and unity before a common enemy is the normal state of affairs rather than 
its exception. Furthermore Nuln, even though a sizable proportion of its standing armies were elsewhere when the dark news of the 
| horde’s approach reached the great city stillhad a standing body of several thousand armed men it could call upon to defend it, along 
with strong captingents from several knightly orders who maintained chapter houses in the city. As one of the greatest seats of industry, 
| én the Empire, its warehouses and forges were also well (provisioned with arms and armour; cannon and blackpowder with which it_ 
could both raise a great militia from the teaming masses which flocked tothe city, and supply its professional soldiery without fear of 
shortage in 2 protracted battle. The Countess Emmanuelle of Nuln, while no frontline general herself; was nevertheless shrewa of mind — 
By 2nd iron of will, as attested to by her long and relatively stable reign over the city-state, and bad survived many threats and challenges 
Fy tober life and power in the past. She had also been known to quote an old proverb of Tilean origin when her lack of; ‘personal martial 
"%). prowess had been called into question. “Wars,” the proverb went, “are waged by warriors, but won with gold.” And gold Nuln, and the 
eee 1 Countess in particular, possessed in abundance, and as the dire import of Tamurkhan’s threat became apparent, she was wiseenough’ 


oF 
a. 
pon 


4 
Sa 


, i _ to realise that an empty coffer was infinitely preferable to a slaughtered city... 


{6 To this end with proffered payment, open bribery, along with.called on Hies‘of duty and nota few wailed threats, the Countess’s court: ~~ 
| was quick to impress upon a number of powerful and largely independent factions within the great city state of Nuln the need to 
\ Prepare for war, 


both great and small, as well as notoriously acerbic and independent battle-wizards aud aS 
engineers who made the city their home, and even the half-dozen experimentnl ‘land ships’ ordered by the city-state of Marienberg 
and being built in the city were impressed into service at exorbitant cost, All the Countess bad determined would be needed 
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perhaps, te was the end of days, 


jt the centre of the Chaos battle line was the Maggot 
Lord himself riding a-back the ‘Toad Dragon Bubebolos, 
the great beast cowed somewhat by whar its masrer had 
become; the foul miasma that poured in brackish floods 
like ochre-black fog from Tamurkhan’s body a heady elixir 
for the devotees of the Plague God who clustered around him. 


‘al In his train came the remnants of the followers, « hampions and 

os warriors who had been his boon companions and ac olytes since the 

ay battlefield of Zanbaijin which for them seemed a life-ape ago, many 
a of them now transformed beyond all recognition by the blessings 
# and afflictions of their corrupt patron, With them came a fresh 

4 coterie of Nurgle's Daemon-get: Plague Riders and Tallymen, half 


formed slug-like nightmares and chittering roils of foul Nurglings, 
Ar the flanks of this core of retainers came those who enjoyed the 
Maggot Lord's favour —“packs of hungering Bile Trolls, decaying 
Chaos Spawn, brute warbands of Plague Ogres, and the rusted and 
mouldering armoured hulks of Kayzk the Befouled’s Rot Knights, 
Trailing behind and riot too close, lest the Lord of Decay’s touch 
caress them, came the mass of the horde in their thousands — a 
, hundred petty war bands, the subhuman detritus of Chaos, the lost 
_ and the damned, mutants and rabble, the half-starved remnants 
of the Brayherd, chained siege Giants and such monstrous beasts 
y anid nameless creatures of Chaos that yet lived to be swept on in 
PY Tamurkhan's wake, Far away on the horde’s left flank, following 
7 “the banks of the Upper Reik, camea second shadow army — a 
we 


3 é 


ea 


ita of dark riders, Chaos Knights and Kurgan Marauders, Dolgan 
AShains and wastelander wagon-altars draped with gkeins of flesh. 
ibits centre rode Sayl the Faithless avop:a carved throne of ivory 
€ on the back of a scarred war mammoth, one of only a dozen 
ad survived the long trek to this final battle. Ir was Sayl now 
b who did not share Tamurkhan’s faith looked to for 
ction, and to interpret the Chaos Gods’ signs, 


de was a shadow of death on the land, Athird 

é slowly but inexorably from the south-east. 

‘Chi408 forces the horizon southward of Nulp was 
igh and its voice was the rumble of aneancoming 

ester a the Dakafhauseower-bridge glme 

column of black iron and hi n— the 
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_ be, picked out a score of bright burning souls below her who 


Lietpold the Black, given command of thefree riders, whose lust for 
+ copper omher tongue, 


~The day of destruction was born slowly, pale sists clinging to 
4 damp earth, and a thousand breach 


Ruin. ‘The sun rose up liké'a bloody beacon tollight the 
bate «sy : ai my =< 


hisled rapid volleys of cannon Bre inna 


Pfeildorf. Nor would they allow the strange and devastating war 3 
machines chat had crushed Pfeildorf to advance within ranj of the 
city — the plan called for their destruction at any cost, To this end 
nearly a full thousand knights, mounted pistoliers and free riders : 
ad drawn up on the rolling downs to the west of the city, while — 
serried ranks of state troops: spearmen, halberdiers, handgunners 
and cannon batteries awaited the horde upon the raised banksof 
the flood levies that dominated the peninsular where the mighty 
rivers of the Aver and the Upper Reik met, Ie was this b 
that was the Empire’s chosen killing ground, and the bulwark on ir 
which they hoped to shatter the horde, in sight of che greae city bur pits 
no closer, Arnong the thousands that defended the city of Nuln 
were more than mere soldiers, for this was a matter of faith as much 
as survival to some, and for the insane flagellant cults devoted to 
Sigmar and the zealots of half a dozen other faiths martyrdom in the 
face of the Great Enemy was a fate to be almost embraced; while at 
strategic points in the Empire lines battle wizards from the Colleges 
of Magic awaited the ultimate test of their own arcane craft in the 
fight to come, many having never before witnessed such portentous 
turbulence in the unseen Winds of Magic that whipped and eddied 


across the skies and sank formless like fast-rushing rivers through the 
carth, heralding what was to come, ae 


Fate had drawn many to this hour of deadly conflict, and while 
Elspeth von Draken watched from the back of her Carmine ; "i 
Dragon as it clutched to a high cathedral spire like a terrifying, ce 
living gargoyle, she could feel che almost heartbeat-like pulse of the ie 
talisman she had gifted to Theodore Bruckner — the Countess’s 

champion — to protect him from the foul magics of the arch-enemy, pa 
Bruckner’s role in the batele plan was a simple if almost impossible ey 
ones he was to seek out Tamurkhan, the master of the horde and slay a 
him, an act that alone might make the difference this day between 
victory and defeat, Her occult senses, attuned to the ebb and flow 

of life and death as only an initiate of the Amethyst Order could 


find glory beyond lesser men, or see their spirit-candles brurally “7 
snuffed out as merciless chance determines, not least of all thacof 


vengeance was so great she could almost taste it like biteer blood and 
? oa ee > > 
; — 


less prayers were offered 
the gods of mankind and screamed in exhalation to the Lore 


<a nt Pegs 
the Empire's forward batteries spoke fir 


* 


urkh 


ee j a as 
: we & ane 
Ph oe She, i pee " 
Some quaked, others began hurried prayers fordeliverance, but apling down fleeing artillery crews and a whirlwind of flashing. i ut 
the ranks held steady, hard-¢yed veterans adding quiet steel to the blades cleaved bloody slaughter through those brave enough to stand Neg 
resolve of those around them as firebrand Warrior priests went up befére the storm. The glittering, armoured knights of the Empire res 


and down the lines calling upon Holy Sigmat’s wrath to smite the 


: arged an j ak ntirdeliie 4 Saakae 
‘€ounter-charged and were instantly smashed apart and sent reeling ~~ 
hated servants of Chaos. 


3 . and splintered through'a vortex of stabbing’spears and flailing axes, 
“and ac the heart ofthe storm was Sayl the Faithless, raining down. 
blasts of bale-lightning and malevolent curses from his high throne 
like a wrathfl god, as the shifting horror that was Nightmaw thei. 
Spawn sercamed and flailed behind him to be let loose in the carnage» 


screanting in a tide of blurred motion and flashing iron. Along the below. Through the defences of Asher’s Levee the Kurgan rode, an 
banks of the Upper Reik, the defences centred on Ashet's Levee none could stand before them. kg ai 
B 


were commanded by Graf Esmer Tolbruk, and four regiments of ; oe Mas 

state troops fromthe Nuln'Grey Cloaks, backed witha detachment In the centre of the Empire's line, removed from the carnage by che 

of the Knights Bloodied Spur and a strong battery ofeannon — tiver by several leagues, a hage ball of fire suddenlySoared-high in 
the air before seeming to hang.immobile in the sky like a seconds 


Then at last it began the ineyitable fall to earth, The plungirig missile 
blazed so brightly that the whole army,of the Empire was bathed in 
its angry light. The ranks faltered for a moment andithen the fiery 
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CREATURES OF. WAR 2 
The Empire of Man has a long tradition of; baming the 
beasts and monsters from its lands where possille and 
harnessing them as weapons of war. The most famous 
¥| establishment where these dangerous creatures are housed 43 
b and tritined is the Imperial £00, founded in the Imperial : 
capital of Altdorf bythe despised Emperor Dieter IV. This . : 
large menagerie has long@-ontlivied its founder's infamous 
reign and now serves as both 2 popular attraction within 
© thecity'as wellasa precious resource for the breeding of 
\ beasts. Smaller establishments than the Imperial Zoo can 
be found in many of the\Empire’s major cities, each 
often specialising in a particular kind of creature 
upon which their reputation is founded, 
although across thé Empire, the savage 
Griffon is perhaps the niost common 
monster trained in captivity and 
B) widely sought after by Electér Counts 
ie) and powerful Knightly Orders as 
N monstrous mounts. The addition of 
(these strange and bellicose monsters 
yf the forces of the Empire can prove 
) tnvaluable as it allows the defenders 
y of Karl Franz’s realm to meet the 
we terrifying creatures they must 
Sight with equal force - be they the 
reptilian Wyverns favoured b ry Orc 
warlords to lead their hordes, or the 
dread necromantic horrors raised in 
the nightmare lands of Sylvania. 


Horns sounded in the low mists at the extrénre west of the Empire 
line where the defences butted up against'the river bank, but Were 
soon drowned out by the thunder of hooves as the Kurgancameé 


some four hundred men and a score of war machines, bur it was as 
nothing against the Onslaught of the Kurgan. They cahie'6n like a 
great black spearhead and the Empire line shivered and shattered 
at its touch. Redoubts were overwhelmed in moments, horsemen 


22 


We t rc ¥ 
n to open up with the full panoply of cannon and mortar: 
consuming flame. The whole battlefield felt the impact, and troops cir disposal. White clouds of smoke ) H 

g i i | ke broke out all along th 


from both sides clung to weapons that shook in their hands, Horses of the Empire army and soon cannonballs could be hi ard 


orb struck the ground with a mighty crash, erupting into a ball of all 


at gar 
" a . ¥ 

he fron i 

5 Was 

h the air in ferocious numbers as they plumm: eted upon th 

Legion of Azgorh announced their presence. The fiery invocation Chaos horde: Within a short time the artillery duel gre ‘Ace 


bucked and their riders struggled to hold them. So it was that throug! 


had come from the centre of a great iron-caged pyre mounted on the Missiles of all kinds few between the arnt es, and the iehe(aaeeh 
back of an iron-wheeled altar so large it needed to be pulled by three soon clouded with drifting gun smoke as the horde, hee Oits 
“43 


_ Iron Daemon engines, and around it the Chaos Dwarfs swarmed casualties, drew inexorably on. 


with uncanny and unnerving position, forming a diamond shaped 


deployment at the edge of cannon-1 nge from the Levee defence Each side aimed to destroy the artillery of the other — as withour 


lines of the Empire troops, quickly setting up firing positions with artillery either army would be obliged to close upon the other ata aes 
d *. . * 
their snaking war machine trains, whose clanking and hellish hissing great disadvantage. The Imperial army possessed many more.cannons 


cries could be heard clear to the city walls. than the Chaos Dwarfs, but at such long range only the largest. ou ex 
an 
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had enough reach to strike back at Chaos Dwarfs’ position, and 
Where the fireball landed nothing remained but a huge smoking so most were forced instead to try to thin the ranks of the horde ee Rhy 
crater — a great black pit upon the green sward. Fortunately for the as best as they could before the inevitable and unholy charge. The ~ 2 
men of the Empire, the blazing missile fell just short of their main th-toll on both sides was hideous, and once the skilled gunn 
gun line, and had insteadbliterated one of the furthest forward the famous Nuln Artillery School found their range, they drop: 
battery dugouts. TI ough some of the other gunners behind had fire accurately into the Chaos Dwarf positions. One shor carried ; 
abandoned their positions in sheer terror, they soon returned and away an Ogre loader, who burst apart showering the Hellsmith 
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artillerymen with the creature's toxic innatds, Another cannonball 
landed into a caisson of mortar bombs and tipped agash into the 
earth wich an explosive blast which shook the ground for a league 
around and sent Infernal Guard flying into the air like scattered toys. 
The Chaos Dwarfmade-weapons were designed for the slow pace 
of siege warfare, and their missiles were time consuming to prime 
*® anid cumbersome to load. Fot every shell that hurled towards the 
| opposing ranks, a hundred cannonballs spun and bounced towards 
© the horde, but despite this they accounted for themselves with lethal 
«force. The firepower of the Chaos Dwarf Weapons was suffused 
with all manner of horrific and daemonic force, from great gouts 
» of'screaming power that devoured everything it struck, to bolts of 
molten metal hurled like blazing arrows across the fieldand eldritch 
rockets which exploded their wrath high in the air, to'see it race 
‘down screaming with diabolical intelligence to hungrily burn the 
lesh af its victims. Every missile the Chaos Dwarfs loosed towards 
~ the enemy inflicted intolerable damage, canifon after cannon 
disappeared beneath a ball of flame, and soon the front ranks of the 
Imperial army were in visible disarray, although they held fast, their 
banners high in defiance. : — 


The lines closed,-crossbow bolts shivered through the air, hideous 
War cries wentup from both sides as thelbravery of mottal:men 
held fast to confront an army of inhuman hortor and ‘unquenchable 
bloodlust that hammered towards it) Attwo hundred paces the 
Empire handgunners opened fire, a snatling crackle of flamé and 
smoke suddenly shrouding the defenders’ lines, anda Waye of bodies 
fell from the horde into the dirt, cut down as before a reapers scythe, 
bur the hideous creatures and mutated warriors of Tamurkhan came 
" on unchecked, clambering over the bodies of their fallen. Clase now’ 
~ the horde broke up, the longer gait of the huge Bile Trolls and multi- 
* limbed Chaos Spawn running ahead of the pack in their frenzied 
desire to destroy, while the Daemon Tallymen of Nurgle-droned on, 
maddeningly counting out a litany of the slain while festering clouds 
of blood-hungry flies Swarmed towards the men of the Empire from 
~~ the decaying ranks oBNurgle’s children, as thitk as a cloying fog. 
Meanwhile, high above the battlefield the Dragon-tider Orhbal 
Vipergut led a force of éarrion-Vulture winged Daemons, tainted 
harpies and a ca d Manticote to darken the skies, to be 


ing combat by white-winged griffon-riding 


«7° fire and coal-black iron, while all around them the air was rent with 


shrieking rockets, arcaneblasts and whistlin 


led cantefed atthe head of his Rot Knights 


cry 
ind a charge as the first of the beas 
gine cheilins, closing ranks 
depth n front braced their h 
v : “ the } swords, r 
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But even where the Imperial regiments broke antes other 
— quickly took their place as the second linéadvancéd and.amo 
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mark, piercing the wearer's ava joint, or pethaps finding he 
some spot weakened too far by corrosion and ¢anker, A few riders 


of pestilence rode relentlessly on. 


tumbled to the ground and horses fell screaming but the horsemen. ‘: rth 
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The Chaos knights levelled theit eruelly barbed lances and .. 


charged, their hellish, gaunt steeds foaming black at the mouth ee: rae 


» with savage effort. A hundred paces distance became fifty, and fifty’ < 
ten when unexpectedly the front ranks of the enemy peeled away ~~ 
in desperate flight, revealing a trio of squat multi-barrelled iron” “yagiers 
cannon chased in gleaming bronze, It would haye been too late to | (ie Je 
abort their charge even if they had wished, and'in the bleak joy of 
their tainted existence the Rot Knights cared not for the danger, * 
As the Helblaster volley guris erupted in sheets of fame From their. 
spinning muzzles, each barrel discharged its load of a dozen ormore © 
small cannonballs. They cut aswathe through the armoured knights 
and opened great gaps in the Chaos ranks. Those who survived the 4 
cannon fire plunged straight into the enemy infantry. In places the 
valiant footmen held their ground, but in others they Were scattered . 
or cut down. Those Rot Knights mounted upon their monstrous 


steeds had little difficulty overcoming the fence ofgleaming halberd f ‘ Bi 
blades raised before them. Chaos-bred mounts crashed déwn upon ee ¥ 
the poor infantrymen, crushing the leading ranks and slashing those A, ete 
behind with steel-sharp hooves, as the riders impaled men bodily .* / va ag 
one to another with their lances in scteaming slaughtér and layabout CS re 
themselyes with festering; skull-headed flails which champed and biz 7 
with venom-dripping teeth, ‘ th : Ma SE 
: SY aaa 


them were regiments bedecked in the crimsonand sable livety of ; 
the Countess’s personal men-at-arms, steel-plitéd Grearswordsnigh : t; 
of the Exchequer Guard with gold chased double-handed bE s 5 
as tall as they, and.grim, grey-cloaked sell-swords with the SONVSE a 2 
dozen realms nailed to their bucklers. Behind them came the Breat 

gleaming war altar of the Arch-Lector of Nuln, pulled by scores of 

bare-backed and bloody Alagellants, while barely armed and crazed OSS 
zealots screamed and scourged themselves in a great throng of ‘ <4 
unwashed bodies pressed around it, shouting our their eagerness _ 
for martyrdom in Sigmar’s name. Soon, even the most deadly of 
the Chaos knights and rampaging spawn at the fore of the fighting. 
found themselves outnumbered and surrounded by glittering spear 
points and blood-stained blades, But just as the tide appearedto = 
turn again, with a deafening bellow Bubebolos the ‘Toad Dragon and. 
its tertiblé master entered the fray, with mutated Giants and great 


Plaguesdaemon things at his heels. Flesh liquefied before the Toad © * ieee 
D : a ee . 


oul breath, and scoresof men fell Screaming as terrible 
sand afflictions erupted without warnin, » kindling like fi 
ir flesh as the daemons of Nusgle drew lose, Switt-foc 
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THE BATTLE OF CROW’S LEVEE 

While batele roared on'm the centre of the line; further west near the 
banks of the river, it seemed victory had already been won for Chaos, 
and all! that was left was for te forces of the Kurgan horsemen to wheel 
round from their shattering of the Bxipire flank and turn on the centre ¥ 
from the side with crushing force, andtip the balance of the entire battle 
at a single stroke. However, as Sal struggfed'to Call the unruly and eager 
riders to order and began to manoeuvre and form his army up to a charge, 
the Kurgan found rhemselyes suddenly undet firé from the river at their 
backs, Floating pontoon forts had tpade theirWay down from the city’s 
river gates, their ammoured decks @ammed with m and archers 

_. bearing the green and blackeliveryiof the Riyer ibd is explosive 
Mshélls falling on the Kurgan seatgered them juse'as Sayland the Khans 
were doing all they eoitld to concentrate thenyy “panicking horses and 
making.che task@k reforming for a charge all but untenable, Enraged. 
Marauders attempted to counter attack were quickly déilewith as. 

+ they attempred to swim the wide, fast flowing Reik,to1 

“or were quickly swept away, and even the frightening 

_ Spanmoth attempting to wade toward the ie 


short fused miprear shell sive 
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line to try to hold the Kurgan horsemen from smashingi into the bloody 
central melee Where the bulk of the horde was fighting, and which was 
_¢ven now sucking in more and more defending troops in an effort to - 
stop the horde’s advance, but which was still steadily losing ground to ete 


monstrous foe. 


Asingle deployment from the city reserve had managed to form sie 
banks of Crow's Leveeiin time to meet the"Rtrgan charge — the Nala - 
Irdnsides, the pride of the Imperial Gunnery School underthe command © 
oftheir castellan, JubaliBalk. As the Kurgan Marauders came on, they 
werémet with Wave after wave of disciplined:gunfire as Empire snipers 
took aim and, war-beasts and’Khans, causing confusion in the ranks. 
if the College of Metal — long allied to the 

angfent 5 atid contractwielded their art8 to bum and scorch . 

Gcnemy, igniting their foes’ \eapons into'molten fire in their hands 
While hidden minessveredetonated in the sod, , Fipping apart horses and 
+ eausing ‘She war sflammoth to tampage through the Kurgans’ awn ranks, 
“blinded and Griven insane with pain from the fiery blast. Despite the 
camage inflicced on them, bands of f Kurgan Marauders slammed into the 
« Tronsides, bur their foe's sisciplineaitd the heavy armour of the Empire” 


"oops held them fast against che repeared attacks from the horsem. 


their casualties were great. Axithe heighe of | hacia 
ess, washimself struck downey al 
into hishelm andy 

of the great \ oths of the! 
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Leaderless and beset, the Kurgans’ assault began’to waver when a burning amethyst light touched all was sundeted into oblivion, flesh 
deafening how! from the heavens drowned out all else in the tumult and steel withering like candle-wax hurled into a’blast furnace and du 
asa dark shape crashed to earth from the skies above. The dragon the ground itself screamed where the blast!line touched. The pale f ; 
carcass, burning with livid purple fame, came apart like an over ripe scythe in Elspeth’s hand flashed and far below men and.beasts died, 

’ melon as it hir the ground, the headless, broken body of Orhbal the life tipped from them leaving nothing but desiccated husks, The 
Vipergut pin-wheeling across the ground nearby, Stunned into battle wizards of the Golden College could do nothing bue turn x 

/ paralysis all looked up as a wide pair of shadéw-black wings darkened their masked faces away from the display of power'and shudder, 

the sun&nd cast all in a'shadow that bore with ic the chill of the while the Irofsides that regained their wits redoubled their efforts, 
grave. Above them the Carmine Dragon of Elspeth von Draken pouring fire into the staggering Kurgan who as one, broke and fled, 
lowered its glass-fanged maw and unleashed a blast of arcane power ‘The Battle of Crow’s Levee had been won, the Empire flank, against 


which scored across the Kurgan like a knife-blade. Where the blackly all odds had held. 
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THE KNIGHTLY ORDERS OF THE EMPIRE 
The noble-born warriors of the Empire do not form part 
of any state’s standing army, instead they typically fight 
Sor one of the Knightly Orders of the Empire; warrior 
brotherhoods who ride into battle atop barded warhorses, 
clad in full suits of heavy plate armour and. armed with 
weaponry of the finest quality. There are many of these 
Knightly Orders throughout the Empire. Some are small 
in size and their members are recruited from the local 
aristocracy of a province, such as the Knights Griffon 
and the Knights of the Broken Sword. While other 
Orders restrict their membership to devout worshippers 
ofa particular god (and are known as’Te mplars), or 
form widespread and powerful covenants with chapter 
houses spread across the Empire such as the Knights of 
the Blazing Sun, whereas the order of the Reiksguard, 
the most politically powerful of all the Empire's K nightly ' 
Orders, have long been afforded the duty of bodyguard 
to the Emperor and are in-a wider sense traditionally 
Cy charged directly. with the protection of the Empire itself. 


The Knightly Orders of the Empire are organised along 
strict lines of bierarc by, ascension in which is dependent 
on both valour and victory in the field, which given the 
brutal realties of the many threats the Empire faces, 
counts for more than mere blood or noble provenance, 
The greatest veterans of a particular Knightly Order 
make up its inner circle, each a legendry warrior who has 
survived many battles and per, ormed feats of arms lesser 
Warrsors can merely dream of. The Knightly Orders of the 
Empire area military force no Elector can do without, 
and the thunderous charge ofthese heavily armed and 


armoured warriors has decided too man ) battles to count. 


RE 


WEAPONS OF IRON AND OAK 


The day well advanc ed how passed noon, and the ¢ ntire battle field 


was a shifting mass of mud and mayhem, with thousands toiling 


and killing in the mire. The swathe of combat had interjected itself 
between the Chaos Dwarf contingent and the rearward I mpire 
gun lines, cutting short their artillery duel. In response the I egion 
of Azgorh had taken advantage of the respite to lick their wounds 

_ and was now moving in column to redeploy to a more advantageous 
position to the west of the main battle line. Lord Drazhoath had 
no intention of miring his troops in the slaughter before him, and 
already had paid more in blood and machinery than he cared for 
Tamurkhan’s cause. Instead he would be content for his Legion to 
wait out the outcome of the carnage, and make his plans accordingly, 
pfeserving his war machines as needed, perhaps even shelling the 


battle indiscriminately should it go against the Chaos forces 


It was then however that there wasa sudden commotion in the 
rearward ranks of the enemy. From the western flank of the great 
melee there burst a company of fresh mounted troops who broke 
away from the Empire lines and skirted the dge of the battle, 
galloping towards the Chaos Dwarf position at break-neck speed. 


These were followed moments later by war engines the like of which 
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Lord Drazhoath had never seen. Strange and spectacu ar thes fo r 
bizarre machines belched smoke and wheezed and clanked as if th 
were about to burst apart. At first he thought the tobe Be, 
Steam Tanks of the Empire but soon realised they were somethi g 
else entirely. They were huge creations, far larger even than b 
Iron Daemons and fashioned incongruodsly in the im ge ca- 
warships, but hoisted high on wheels and propelled by some e 
steam engine which even at this distance sounded fit to explodea 
any moment. Their decks teemed with soldiers and'were frantic with 
activity, and with sudden shock he watched armoured gun ports _ 5) 
open in their bows’to reveal the jutting barrels of cannon., Lord og 
Drazhoath swore some terrible oath in dwarfish and immediately 
snapped orders to his attendants who made haste to obey, and the 
column's machine-train began to scream and clank slowly towards 
forming a defensive circle. The Chaos Dwarf Sorcerer-Prophet 
watched the enemy’s machines steam ra dly forward and the i 

far greater speed than he had ever seen any Chaos Dwarf engit 

heir size move. The ‘land ships’ he realised had distracted him 
from the darting horsemen, which were now drawing close 

at the gallop. As these riders approached, Drazhoath observed thar 


some were armed with strange mechanical weapons of a kind‘he had “ 
i 


never seen before. Their use and purpose was quickly revealed when ~ 
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clattering gunfire — faster than any Drazhoath had ever witnessed 
bar from the weird experimental weapons of the hated Skaven Clan 
Skyre — rattled forth from the riders, spraying indiscriminately into 
the still-turning Chaos Dwarf column. The Infernal Guard moved 
lock-step into defensive positions and returned withering fire with 
firelock and hailshot blundetbuss, shredding horses and riders alike, 
but Drazhoath cursed foully again seeing the damage was already 
done, a8 the riders were already in amongst the column. Their target 
Was now clear, as those few thar still lived hurled iroh-sphere bombs 
with fizzing fuses into the guns and gears of war machines and 


munitions carriages with devastating results 


Lord Drazhoath urged Cinderbreath into the air as thé Jand ships 
closed quickly upon the siege-mortars and magma ‘cannon, still 
stowed for transport, their Hellsmiths frantically try ing to make 
them ready to fire. With thunderous retorts, the Land Ships began 
to shower the weapon carriages with shot from their bow-mounted 
cannons and fusillades of small-arms fire from the fighting decks, 
A well-aimed cannonball struck one of the vast mortars and in 
ashrieking explosion knocked it completely from its mounting; 
the Chaos Dwarf crew lying dead and mutilated amongst thé 


mangled metal of their war machine. As the Chaos Dwarfs rallied 


to the defence, another wave of riders came through the trundling 
formation of Land Ships, There were near a hundred this time, <a 
liveried in ivory cloth and enamelled black armour and armed with 
firearms of diverse kinds. Some carried multi-barrelled musketoons, 
some braces of pistols and others bore brass-mouthed guns that a 
gaped open like blunderbusses. The cavalry stormed around the 
weapon-carriages, loosing their fire upon the crewmen and slaves 
and causing great slaughter. As they did so, hard-eyed swordsmen 
rappelled into combat from the sides of the Land Ships and foughr 


off all attempts by the Dwarfs of Zharr to rescue theis comrades. 


Enraged, Drazhoath issued the mental commdnd for Cinderbreath ne 
to plunge into the attack. The huge burning beast did as he was 
bidden, and Drazhoath felea thrill of pleasure as Cinderbreath 
bathed the deck of the nearest Land Ship in its breath of flame: 

the death screams of the crew caught in the open sweet music 

to the black-hearted sorcerer, With a sweep of his gnarled hand 

he sumthoned the power of his Dark God and covered a second 
Land Ship in a pall of cloaking black ash while.the first careered 
away burning merrily. More hooves thundered, vastly more, and 
Drazhoath’s alarm was replaced with triumph as hundreds of Kurgan 
horsemen thundered into view, but instead of joining the battle 

they rode on by at speed, leaving the Chaos Dwarf Soréerer to shout 


bitter curses after them for their cowardice. 


Meanwhile, undeterred, the two remaining Land Ships turned 
clumsily about to attack the next column of machine-carriages, 

but by now the Infernal Guard-were engaged in a bitter fighe with 
the enemy's horsemen and.were quickly gaining the upper hand, 
although the ragged looking swordsmen fared better, their weird- 
looking standard seeming to shriek like a damned soul in torment. 
The Land Ships lumbered onwards more slowly now, for it appéared 
that they had expended much of their power during their rapid 
advance. They had taken fire from the Chaos Dwarfs andnow 


steam Spat from gaping holes in the machines’ sideseQune Land id 
Ship belched black smoke and flames sputtered from ing ghinticy wh. : 
stack as the engine backfired noisily. Its compagrions ‘Hlitidered Lg r? : 
about, one blinded by ash and the other now blazing like a furnace) é 

but the fourth incongruously slammed down its heavy author and 

used the drag weight to turn sharply, crashing intgea detachments A 
of Infernal Guard that had formed up to fire on it, Fes bow cannon Ed 
spoke suddenly and grapeshot lacerated the Chaos Dwartsy Veh ae 
their vaunted Blackshard armour next to useless against the cannon 


at point blank range. Lord Drazhoath launched Cinderbreath 


€ 
into a knot of enemy riders and laughed cruelly as the Bale Taurens i 
) ) : 1 : 
burned and gored thenrinto unrecognisable hunks of seorched ; 
r . ’ : . a 
meat. The burning Land Ship crashed into an Iron Daemon head ie 
: ae 

on and the pair exploded in a roaring fireball which sent splinter * 


shrapnel scudding across the battlefield, punching a hole through 
Cinderbreath’s wing and ricocheting off Drazhoath’s armour, Bit by 
bit the Land Ships were worn down: wheels blasted apart, boilers 
pierced and weeping, and weapons bent and useless. A Skuullcracker 
enginé found one that had stalled broadside, its teeth bit into iron 


Jae Nee 


plate and’chewed a hole through the hull with a cracking sound 

and erupted from the other side in a shower of splinters, cutting the 
wooden beast in half. The few surviving riders and swordsmen beat a 
desperate retreat, as did the single rickety Land SRip that remained, 
smoking and.buller ridden, as fast as its off-kilter wheels would carry 
it. Bur the damage had beeri done and the Ghaos Dwarfs were in no 
state To pursue i 


“Txeachery”’ Drazhoath howled into thé skies.” Be 
Fon 


AVORTEX OF BLOOD 


Then came the sound of trumpet blasts and the roaring thunder of 
hooves from the-east, loud enough to drown out even the clangour 
of the bloody battle and soon the ground itself shook and vibrated in 
omen of what was to come..At the sound Tamurkhan reared up his 
Toad Dragon and looked out across the swirling slaughter around 
him and saw a great wall of shining steel rushing toward them like 

_ a foaming waye; banners and pennants of black and gold, grey and 
scarlet snapping and flying above the knights ofa dozen orders, lance 
points levelled in a glittering wall of promised death. The fetid lord 
of Nurgle spurred into Bubebolos who let out a deafening cry of 

~ hisown and turned to counter charge this new threat, the Maggot 
Lord swinging around his great axe in wild demand for the horde 
to follow. Now it was the turn of the horde to feel the keen-edged 
blades of their enemy and withstand the hurricane-force of the 
knights’ massed charge. The shock of the Empire cavalry’s impact 


as sundered into the horde, which fractured but did not break before 
a the onslaught. It was those humanoid warriors on foot — the 

s : whirling marauders, howling Beastmen and degenerate mutants 

F a that took the worst of the blow and died in their hundreds in the 


first moments as the glittering column of steel and vengeful ire 
slammed into the melee, but they were not alone and even hulking 
_ Plague Ogres clad in Chaos Dwarf-forged black metal fell in scores, 
ay "pierced in a dozen places by the lances of the knights. Behind the 
aa : first arrowhead wave of knights came a second charge of free tiders 
: and pistoliers, who darted through the melee seeking targets of their 
own, discharging Wheelock guns into towering monstrosities at 
7 point blank range, or hurling demilances into the backs of hulking 
Chaos Warriors already caught up in savage combat, little caring if 
a few of their fellow soldiers were struck in the process. Here and 
there the actinic flashes of magic revealed the presence of battle 
wizards in the thundering charge, as searing blasts of pure white 
light burned into the rancid flesh of Nurgle’s Daemon Tallymen, 
scorching them into oblivion, while a vast tangle of murderous living 
thorns erupted from the earth, catching a clutch of festering Bile 
Trolls in their deadly embrace, and try as they might, the hulking 


ee monsters could not break free, and only managed to rend and 
a * puncture their ever-knitting flesh over and over in the attempt. 
ia ; : 
Be But if the charge of Nuln’s massed cavalry was meant to be a decisive 


blow to end the battle in the Empire’s favour, it failed, and instead 
only managed perhaps to even the battle once more. Within minutes 
the warring forces became hopelessly interpenetrated, and the 
impetus of the charge was completely lost as the knights and free ._ 
tiders becamé mired in countless separate hand-to-hand struggles. 
The Savage axes of the Chaos Warriors were turned on the new foe, 
cutting down rider and horse alike with their inhuman strength, and 
* soon the bloated beasts of Nurgle were pulling knights from their 
mounts and even picking up horses, riders and all, before crushing 
~ and rending them in their tentacled grasps, A great Bonegrinder 
~ Giane, taller than a watchtower, its pale flesh mutilated by masses 
+ of weeping sores, strode over a battery palisade and began to pick 
up the great cannon there and flung them towards the oncoming 
_ Empire cavalny as easily as a boy might hurl stones at skittles. The 
'earmage the flying metal caused to the onrushing knights was 
ruptly ended when the Giant toppled screaming to the ground asa 
wound-crazed Griffon, a riderless and bloody saddle trailing behind 
slammed like a cannonball into its chest and powered away with 
shing wing-beats, raking what was left of the Giant's face with: 
fers trailing from its gleaming claws. 


ia UR ee 


___ by the empty-eyed, stumbling and wounded soldiers that 


see Us 
Where there had been the central defence line 
was now a vast, whirling melee miles across - 
slaughter on a nightmarish scale where no quarte 
the screams of the dying hung in the air, echoing a 
of the great city where refuges huddled in fear at the; 
ground, already a morass of blood and mad, became aq 
of gore and twitching bodies. Both sides kriew instinctively ai 
whoever won this deadly gauntlet would win the day, and mi 
more reinforcements from both sides were fed into this vorte 
blood and the skies above grew black and turbulent, as if the Su 


refused to look upon the horror visited below. 


As the day waned, the bloody stalemate drew on with no sure: 
in sight for either side who fought desperately on with thousands” 
_ now left dead at their feet. Tamurkhan broke free of the battlefront, 
and Bubebolos, now bearing the scars of a score of weeping wounds, 
sheared off lance points jutting from its armoured scales, limping o} 
its rear limb where a fireball had charred its knee down to blackened 
bone. The Maggot Lord’s mind, half insane with the unbridled By 
savagery of the day and the reek of carnage around him, still grasped 
that by simple attrition the Empire would eventually win as matters: 
stood, and perhaps had already slain enough ofhisforcessothat 
they had not enough strength to breach the city’s defences. Enraged ee 
beyond measure, he called to him his commanders, mortal and ae 
daemon alike to answer for the failure, “Where were the Kurgan i 
riders, why had they not joined the fray?” And with his own eyes: 
he could see the plumes of black smoke from the Chaos Dwarf 
machine-trains withdrawing from the field, “Did they believe their 


-work was done, Nurgle take them!” 


Tamurkhan listened aghast to reports of the Kurgan riders’ flight 
from the field, to scatter across the rolling hills behind, and choked 
with mounting fury to the realisation that victory wasbeing 
stanched away from him. All was lost, the Throne of Chaos, so “a 
tantalisingly close was being snatched from his grasp, and yet.a 5 See 
and yet... the Daemons whispered in his mind, there was perhaps 


another way. 


“THE DANCE OF DEATH AND DECAY __ are. 
As twilight fell on the great field of slaughter, the battle finally ebbed 
away, and the acolytes of the Plague God broke off their assault, 
leaving only a few insane and uncontrollable monsters tofightonin 
their stead, falling back into the gathériijigloom. Behind thenr y 
left che survivors of the Empire armies numb.and exhausted —an 
in no fit state to mount any kind of pursuit even if they wished 
The death toll had been staggering, and no right accounting could © 
easily be given of the losses Nuln had sustained, but were 

without doubt appalling, That fact could be plainly seen and felt 


back across the great bridge that spanned the river to the 
handfuls of men remaining from regiments that had num 
the hundreds. The citizenry that awaited them; women and 
old folk for the main, curiously silent attended vo them as b 
could with bandages and food, ale and blankets, but over t 
city a pall of foreboding and quiet had fallen where per 
should have been triumph, the skies above grew darker ye 
out the moon and stars. All could feel the 
-a nameless horror was about to be b 
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Inthe court of the Countess Emmanuelle, all was 4 frenzy of activity 
oe washed over with mounted shock as news of the fallen came in. It 
ah ~ was the almost ghostly figure of Elspeth von Draken, who it seemed 
__ had paled to a mere shadow, that cut through the court with news 
_of the direst import. Something was happening on the banks of the 
ie _ Upper Reik south of the city, something terrible that might yer spell 
ot { Sthedoomofthemall 5 
7 i Sees LS : 
‘ 3 “The assault on che fallen Abbey of the Lilies was a desperately 
~ © arranged affair, and would not have been possible without the 
: conibined reserves of arcane power possessed by the near-exhausted 
~ battle wizards of Nut: The conjurations that let them speed and 
twist distance back upon itself to allow the war party'to strike before 
it was too late were so grave that the Grey Wizard whe wove the 
~ spell was consumed by it, burning coldly away to a cloud of fine ash 
inthe casting. Sh 


The ragged column of knights — the bloodied survivors of a dozen 
: orders who had endured the battle of the day launched the attack 
~ == spearheaded by the Countess’s Champion, Theodore Bruckner 
“riding the savage Demigryph Reaper, the talisman at his neck flaring 
with amethyst light as it encountered the supernatural’ miasma that 
; fogged the desecraréd abbey. With them came warrior priests and 
_ foor soldiers, swordsmen and wizards, all volunteers who knew their 
2 Survival was far from likely. Above them the Carmine Dragon's 
r wings beat the wind-tortured air and the shadowy form of Elspeth 
yon Draken raised up her glimmering scythe which crackled with 
pale fire. The armies of hell rose up to meet them. 


" Daemon savagery tore at the knights, fetid claws gutting warhorses_ - 
_ and dragging them down, bur even as they died the armoured 
| warriors slammed their lances into cataracted cyclopean eyes and 
drove their blessed blades deep into swollen daemon-flesh. Zealots 
| screamed and flung themselves fearlessly to their deaths, scourges 
swung wildly while holy prayers drove back hulking Plague Toads, 
burning them as if the purest vitriol acid had been poured over their 
: flesh. The shifting savage form of a wizard from the Amber College 
“~~~ matched claw for claw and fang for fang against the horror but was 
quickly smothered and disappeared beneath a mass of rusted blades 
: __ and scabrous limbs: The sorcerous breath of the Carmine Dragon 
=~. lashed out, burning a blinding light across the abbey and smote the ' 
e)-. chest.of a Great Unclean One which struggled to free its house-sized 
bulk from the choked river of decaying flesh and writhing limbs, 
+ _ burit was evident it would all be for nothing if they could not act 
* quickly, for they were simply too few and the coming Daemon 
legion seemingly without number or limit. Tamurkhan was the 
key, and it was he that must die before the ritual reached its zenith 


and a plague the'likes of which had never been seen was unleashed 
Upon the Empire. 


Dragon and running full 
g0 ring gait, bones rattling | 
; upon Tamurkhan 


strange land, but far from helpless. 1“ 


PR AL) Ata a 
And soon my story shall also 
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"moment of distraction Reaper was on him, its scythe-like talons ars 
blurred frenzy, slashing rotting meat from diseased bone, its beak % 
shooting forward and plucking the rotted head of the Ogre cléan 
from its body. Tamurkhan reeled but did not fall and the great axe 
licked out in a whistling side-sweep and caught the Demigryph 
in the breast, stoving in the noble beast’s rib cage and cleaving its 
beating heart in two. Reaper reared up, screamingin death agon Z 
dragging the Axe from the Maggot Lord as it did so. Bruckner b 4 
managed to scramble clear in time as the Demigryph collapsed, 
dead as a felled tree, and came up swinging, his enchanted blade 
stabbing and hacking relentlessly at the flailing bulk of the headl ; 
‘Tamurkhan, scoring wound after wound on thé tainted flesh, The” 
inhuman horror collapsed to one knee under the onslaught. Gush 

foulness filled with writhing black worms spilled atfoss: Bruckner, 
and gagging he staggered backwards — staggered and slipped. It was 


enough for the maggot to do jts work. Fe ae 


The obscene creature lurched forth like a striking cobra and fastened 
itself over Theodore Bruckner’s terrified face, crunching through =“? 
leather and bone and pulsing and writhing within the flesh, deliéate ~. 
bones splintering like pistol shots as the maggot forced.its way dows. : 
“Here was a proid vessel that would be the hast hé would ever need, He 5:3 

would not be denied: He was eternal. He was...” © so PS 


Emmanuelle’s champion had sepod,'and in ah instant late te 


Maggot 


hood andall was laid waste. 
upwards hind quaked, and the 
and withered to filthy ribbons 
Abbey of the Lilies and 
crater that replaced ita tingle ma 
pierced the ground like a vile dagg ne 
Carmine Dragon fell lifeless from the sky and 
faded like smokein the nights is i 


And so ended the saga ¢ 
of Chaos, ~~ og 
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he folidwine section provides you with ut VAY HCY 
df rules, dptins and inspiration for conducting your 
dun Wrorhammer campatgn based bn the events 

> 


thitt dceur in Tamurkhian: The Throne of Chas. 


Here You will find unigue battle SCENATIOS, A NATALIE 


; : 
campaton system as well as Warhammer Bestiary 
wily ) . MS, ] ‘ 

MING And Army list Additions for the varibus 

Banik BIS Pe = a) i a Pus) 
Persnarires, herges, villains and monsters that play 
; we 
key voles in Taomurian's saon, allovine yon USE 

5 5 
them mm your games and as expansions to the forces 
5 


KS, 


found in existing Army boy) 
”, 4 
As well as all this, alsd inclided in this section 


? .,¢ ; ) {i ( 
wa ChaAds Dyyarf army list for the srim Lesign 
5 $ 


bf Azotrh. This shiuld be considered an ifficial army 
d 5 4 i} 


liste for Warhammer. 
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4 CA Mpa 1 en l ne for the Jhréne of Chabs 


i The following section allows you and your friends to fight your own HOW THE-THRONE OF CHAOS CAMPAIGN WORKS 

a battles to decide the fate of Tamurkhan, a Chaos warlord, who by The Sides: This campaign can be theoretically played with as many- 
dint of conquest and slaughter seeks to gain the favour of the Dark people as you like, with the proviso that they be split roughly ice 

Gods and attain immortality as a Daemon in the service of his two sides, as ultimate victory in the campaign is decided by which’ 

re . master, Nurgle, the Lord of Decay. In order to do this, this section side — rather than which player — wins the final battlés, with 
provides you with a narrative campaign framework that echoes the 


" : the results of the prior games determining just what forces and 
f main story elements and momentous events of Tamurkhan’s reign of advantages the two sides bring to bear in this last round of combat 
> terror, = : : 
f. There are two sides to the Throne of Chaos campaign. One . 
: Narrative campaigns differ somewhat from other styles of organised represents Tamurkhan and his horde, and the other (slightly more 
a campaign frameworks (such as league play, Mighty Empires abstractly) represents the opposition he encounters through his 


campaigns and node campaigns), in that they are very focused on 

the story and background to events in the Warhammer world to 
determine the nature of the games you will play (hence the ‘narrative’ 
bit!). To this end the speéial scenarios and campaign rules may 

err more on the side of following the storyline rather than being 


travels and the various armies and enemies that oppose him. 


The armies played by the Chaos Horde side in any given game can 
be drawn from any Chaos Army book as desired (and also by using 
the Legion of Azgorh army list found further on in this section of 
scrupulously ‘balanced’ — by which I mean they may have unusual the book). Depending on the availability of other forces (see What 
conditions for victory, consequences for future games and indeed be armies do you need to play? on page 107), you might also warit to 
harder forone side to win than the other. But the spice of this kind include other allies of dark hearted allegia 
~ Ofwaricty is one of the most interesting elements narrative campaigns 
Rave to offer, and getting into the spirit of this isa key part of the 
enjoyment (‘not only for yourself, but also for'the other players). ‘The armies played by the Opposition side are a varied lot indeed 
: as Tamurkhan’s horde ravages through many lands on its Way to its 
ultimate goal of besieging Nuln. Each Campaign phase as shown 
y; ; ; further on offers a selection of appropriate armies for each locale 
cota ; ‘si ais ‘on the campaign map (see page 109) as well as special units or army 
ae : types that may be used in a particular phase. 


nce if you can and as is 
practical for your gaming group. 


Selecting armies: Unless specified by a particular scenario, the 
following restrictions should be applied to army selection for games 
played as part of the Throne of Chaos campaign. 


Points Cost: Games should be played to a mutually agreed points 
cost, with a value of 2,500 points recommended per side for games 

_ in phases one through five, with Grand Battles of 3,500 points a side 
recommended for games played as part of the sixth phase. 


Character Limitations: Unless using special charactets found 

within this book, special characters drawn from the Warhammier 

Army books should be limited to a maxiftum of one per army (who 

may be assumed to be ‘stand-ins’ which operate with the same rules). 

In addition, Wizards witha higher Magic level than 2 should also 
© _belimited to one per army maximum, regardless of the game’ size 
© unless a Storm of Magic scenario is being played. 


Magic Irem Restrictions: Unless specified as being part of 
a Special character's equipment or selected as a part of the 
bonuses for winning a Campaign phase, the following 

“restriction applies to characters used in armies in 


#7 <> thécampaign: ~~ 
»No individual asians of more than 30 points may be taken as 


acter’ 
the army's General 


ho may also take a single magic weapon, 


ae 


ici vhas no effect a access to other oprional 


ase derived from Ogre Big Names or 


|. parc ofa character’s usual magic item allowance, with the exception . 


of up to 50-points as part of their 


u 


. 
ie. The Phases: The campaign is separatéd into six phases, each 
phase roughly corresponding to one of the chapters in the story of 
Tamurkhan. 


Each phase has a number of games played within it, This can be as 

- few or as many games as you like during a particular phase as it is the 
ay “® overall outcome of the total number of gamés played that determines 

e + owho wiits that phase, and therefore which’side accrues bonuses for 


wee 


. the final phase. ” 


The recommended number of games played per phase is equal to the 
~ humber of players ihvolved. 


One of the gamies played in the phase Should use the special 
» Campaign scenario shown for thar phase (see pages 114 to 120), 
©The rest should be determined randomly — a chart for’each phase 
as provided, and the missions used can be found in the Warhammer 
8th editioh rulebook: 


© Each game played offers a number of Campaign points to the’sides 
involved. At the end of the phase, the side with the greatér number 
of Campaign points has won that phase. If the number of Campaign 
points won by.cach side for the phase is equal, then the winner of the 
special scenario wins the phase. 


; 
: 
: 


The Grand Finale: Phase six of the Throne of Chaos campaign 
Tepresents the cataclysmic final conflict fought in the shadow of the 
great city of Nuln. All rides on this turbulent storm of blades and 
sorcery, and all that has gone before is but a prologue to this‘mighty 


ek Sea a 


WHAT ARMIES DO YOU NEED TO PLAY? 
‘The saga of Tamurkhan is one of the many wars of Chaos 
q fought against the mortal races of the Warhammer world, and 
assuch the number of different forces involved when following 
the story and the horde’s lengthy travail in order to reach Nuln . 
might seem intimidating to say the least. However, if your 
personal collection of armies or that of your gaming group can 
cover them all thar’s great, this is far from ‘required’ to play 
the Throne of Chaos campaign or get enjoyment from it. It is 
however recommended that if you are going to use all the extra 
scenarios and units provided here, that at Jéast a single Warriors 
of Chaos army appears on the Chaos Horde side, and you have 


He), | at least one Empire arniy on the Opposition side for the final 
©} phase. If you don’t have the other armies listed at your disposal 
oe } (orindeed only have those two!), you should still feel free to use 


. the campaign system listed as follows with the armies you own, 
_ and modify it where appropriate, 


} Suitable opposition armies for cach Campaign phase can be 
|, found in that phase’s description. 


| Arm or inclusion’on the Chaos Horde side are: 
at Watriors of Chi ee of Chaos, Beastmen and the 


ion of Azgorh ra page 186). Thisrepresents a ‘pure’ 
pretation of the forces present in Tamurkhan’s saga. 
ding gh gla in your campaign, you can 
inch is the following armies which could 
c selveswwith the Maggot Lord at 
ney: Ogre Kingdoms, Skaven, - 


% 


clash of arms. The results of the previous phases will determine 
which bonuses (and also penalties) the two sides fight wi 
the last phase. ; ct % 


The side with the most Campaign points accrued in this final p 
is the Victor! A hae ae ie dey 

ight s, ie ae sent ‘ 
CHARACTER CASUALTIES (OPTIONAL RULE) 
When playing campaign games, one additional exciting element 
be determining the fate of a particular special character between BC 
games. Have they fallen never to rise again or will they be back 


a vengeance? 


+s 


(2S aaa Meee 
Ifa unique special character used by a player is removeda ata 
during a campaign game (this includes routing back off the boa 
etc), after the game has concluded, roll a D6 for the charactér; t he, 
results ofthe following then apply: SMe on 


If you won the game, add +1 to the D6 roll! 


D6 Result 4 <a 
1 Casualty! The character may notibe used again in this g 
Campaign phase, © ¥/ : Se 5h é 


2 Wounded: The character must start the next garne with 
one wound fewer than hormal (down to a minimum of 1),’ 
3 Shaken: The character must fight the next game 
with -1 Ld. 
4-5 Fight Another Day: The character has escaped 8 
permanent injury or hurt, and may be used. agdin figgby if 


you wish in the next game, 


ee 


6 Enraged! The character has niot only éscaped injury and. ~ 
can fight again normally, but is subjecéto Hatred (bf = 
everyone) for their next game! Bs iso 

“Note: This covers not only the special characters included in this” 

book (‘Tamurkhan, Lietpold the Black, etc), but also any drawn from. - 

other Warhammer Army books for the army being used, including 
any ‘proxied’ ones the player has renamed to theme with their army.: <..-Wee 

It may be noted by astute players that this optional rulecanhave < yee 

mote effect on the Chaos Horde than its opposition (who may 

effectively take an entirely different army with different characters ag 

every game). This is somewhat intended and is counterbalanced to ae 

degree by the army selection restrictions for the campaign. 
soe 


& 
* 


HOW MANY PLAYERS DO WE NEED? ; é 
The Throne of Chaos campaign can be fought with aslittleas | * 
two players with no real uppet number limit except practicality! | 
Howeyer, somewhere between three and six playerga side will = 
"Tet you get the most out of the range of games and scenarios Ge 


included. ‘ 


Destener’s Notes: Runnine a! Snecessful Campaign 
‘ a G as 
When running any campaign there are certain practical 


Have 
considerations you should always keep in mind, not le 


a plan for ending the campaign: Keep an eye ontime 
and the real world, and tailor your campaign to fit the lives ” 
and needs of your'players. Be realistic about your players’ 


ability to commit to games and the length of time you can all 
handle. Doing this will be the 


ast of 
all the ability of players to regularly play games and just how 
long the campaign is going to take you in the ‘real world. 


Commitment to seeing the campaign through is essential, and most suré fire way of getting 


your campaign off the ground and seeing it toa satisfactory 
conclusion. As well-as any in-game timescale (such as the 


games-per-phase ratio in Throne of Chaos), also have a series of 
real world de 


if you get this sorted out ahead of time, things will not only run . 


smoother, you're likely to have a lot more fun in getting there! 


Here then are a few tips for running successful campaigns: 


adlines which moves the campaign on, regardless 
of anything else, towards its conélusion. This can be very 
helpful particularly when running a campaign for a sizable 
group who may not have very regular and uniform attendance, 
such as at a gaming club, as it keeps the campaign moving. 


Appoint an organiser: Find a volunteer among the players 

to organise things and keep a record of what's happened (eg, 

who's played, to record results, to stick pins in maps, etc). Then 

be nice to them! It’s everybody’s responsibility to help the : 
organiser out, and also display a little gratitude for the good job ohts e : 
they're doing. In more simple set-ups like the Throne of Chaos, 


this can be one of the players, but in larger more complex 


For example: For a gaming group of less than a dozen 
people playing a game or so each per week, I would suggest 
4 timed cut-off of two weeks for the different phases of the 

Throne of Chaos campaign. This means as long as at least 
one game is played, every two weeks the phase ends and the 
Campaign points are counted up and a new phase is begun. 
The campaign will move forward, and after twelve weeks, 
youll be done! If you have a lot more players (such as an ‘ 
entire club meeting on a regular gaming night) or just a lot ‘ 
more games being played on average, you could decrease that , 
to a phase per week. Cont versely, you can slow things down 
ifyou want the campaign to last longer or if you and your | ? 
friends can only get together infrequently to play, you could y 
expand this to a phase amonth or longer! In any Case, this 
kind of up front framework lets everybody know where they 
stand and how things will work. 


campaigns, it’s often better that this organiser doesn’t play, but 
remains impartial as a ‘Games Master’ This allows them to 
referee disputes and also allows themia freer hand to modify 


andjnyent new missions and special rules. 


‘ 
Give people time to prep: One of the great things about 4 
campaigns, particularly the ones with a rich backstory stich as 9 
narrative campaigns, is that they can bea fantastic spur to paine FF 


models and build stuff you've had lying around for ages with 
the intention of doing something with (well, chey are for meat Y 
any rate!), as well as encouraging you toipac together a themed | 

: 


92 Siny or one that complements either in style or appearance 
at Of your allies. A lot of people really like this aspect of 

sthe hobby, and it can be'a very cool thing to factor in some 

Stitt t6 prepare for. So; rather than sit down with your friends 

1) And decide you're all going to start playing the campaign the 

"1 iz » . 

> Hext day, work in'a month or so’s prep time to get started 


2 ; (and then finish during play perhaps or expand new units as . 

you go along), This in my experience adds to the camaraderie 
ahd Commitment of the players, and overall increases what 

_ cyeryone involved gets out of playing ina narrative campaign 

* (and also leaves plenty of time for spurious challenges, bragging 
Gud tough talk before kick-off), ‘ 


MMos painter 
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Yo The campaign is broken down into a series of phases, each 
%, a) 


} 
. CAMPAIGN PHASE 1: 
THE CHAMPIONS OF THE DARK GODS 


Special Scenario: Altar of Battle (2 CP to the victor) 


Suggested Opposition: Warriors of Chaos, Daemons of Chaos, 
Beastmen, Empire, and Dwarfs. 


Other Scenarios: (See the Warhammer rulebook) 


D6 Result 
1-2 — Battleline (1-€P to the victor) 
3-4 Blood and Glory (1 CP to the victor) 

5S Meeting Engagéfnent (2 CP to the victor) 

6 Battle Royal (2 cp to the victor) asa Grand Battle (if 
; tHemadels arcayailsble) or a Storm of Magic scenario 
¥ aaae tot victor) as chosén. 

ade, os 
0 2, Paes 
igs: MVastes: The barelesga.this phase take place in the Northern 
tes under the bglefal influencepfthe winds of magic and 
ftehed by the Chao>Gods: “, /- 
ig. <= * 


Bd 


- ' . A 

seabsiile is siffered 9 any Wizard, this may be 
tsee|8econd roll must be taken even if it is worse. 
if PowerDrain is the result of this re-roll, treat the 
i Cascade instead. ; 


Victory Effects: Signs and Portents 


~ — Chaos Horde: The nightmare realm waxes open: +1 to all casting 
©? _xolls in the battles of the final phase. 


- Opposition: The doom of the enemy has been foretold. At the start 
ofthe game, after deployment but before the first turn, picka single 
" ehemy unit in play ~ ifa character and mount are chosen, then both 
are affected. For the entire game To Wound results of a‘1’ against 

‘this unit may bere-rolled. : 


oh 


The Campaign Phases a 


with their own special scenario, su 
as well'as any appropriate phase special rules and effects leading up to phase six. 


MG > Opposition: The Oppstirian forces haye fonger Proce ae 4 
_. ‘the foein the final confrontation.thanks to an over CqudiOusenemy. 
Opposition armies in phase six add +1 


ggested opposition and other appropriate scenarios, 


; f Sie a, 
CAMPAIGN PHASE 2: *- © > it as 
LANDS OF STONE AND DUST 


Special Scenario: Conquest of Giants (2.CP to the victor) ~ 


Suggested Opposition: Ogre Kingdoms, Empire (standing in 
for Cathay), Beastmen, Orcs & Goblins, Vampire Counts, and 
Hobgoblin Tribes (see Special). : 


Other Scenarios: 


D6 Result 

1-2 Battleline (1 CP to the victor) 

3-4 Meeting Engagement (1 CP to the victor) 
5 Surprise Encounter (2 CP to the victor) : 
6 Dark Monoliths of Zhulgozar (2 CP to the victor 


Special 

Hobgoblin Tribes: The lands of the Steppe are infamous for the 
nomadic tribes of marauding Hobgoblins that-plague them. You can 
use stand-in Orc & Goblin models to represent these. Core units 
for these armies can be comprised of Hobgoblin Curthroats, Wolf 
Raiders and Hobgoblin Khans as Hero choices (see the Legion of 
Azgorh army list for details). In addition, Goblin Shaman can also 
be taken as Hero choices, Goblin Wolf Chariots and Spear Chukkas 
as Special choices, crewed by Hobgoblins with the appropriate 
profiles, and with Giants as Rare choices (see Warhammer Armies 
Orcs & Goblins for details - their-costs temain unchanged). 


Dust Storms: Scenarios played in the Stone Lands ire subject to 
the cruel and freakishly unpredictable winds that how! ceaselessly 
through the area, kicking up dense.clouds of blinding dust. At the 
beginning of each’player’s turn; both playets rola. D6. If the resule 
isa double then for this turn only/all units count as being 6" further 
away than they actually are for the purpose of shooting attacks, and a> 


- 


penalty of -1 is imposed toall charge distances rolled. a ea 
: we “3 ae : 


Victory Effect: The Long March 


r. 


“x ats * < Fs 

A e rae eS 
Chaos Horde: In the battles of the last phase, one unit chosen by Ea a 
the player after deployment but before the-game has begun may be! = Pec 
given one Veteran Ability (set further on) M2 ~ ; : 


se 


oes see 
i ‘ 


who isthe frerum.* 


i 


es Ly tgs! 
"CAMPAIGN PHASES: 
THE LORDS OF FIRE AND. ASH” * t 
Special Scenario: The Crossing of Fire (2 CP to the victor) + 
Suggested Opposttidn: Legion of Azgorh, Ores & Goblins, Ogre 
J -® Kingdoms, Dread Hosts (see Special), Vampire Counts, and'Skayen: 


» Other Scenarios: . ? i oe Go 


D6 Result 
1-2 Dawn’Attack (1 CP to thevictor) 
3-4. Meeting Engagement (1 CP to the victor) 
5 _ Battle line (2 CP tothe vietor, fought as a Gtand Battle 
ifthe models are available) Ee 
6 — Surprise Encounter or a Storm of Magic scenario 
{2 CP to the victor) 


Special 
Dread Hosts: These reflect the creatures of the strange and inhuman 
domains of the dragons of the Plain of Bones, and may be uséd as an 
Opposition army if you have access to the Storm of Magic expansion. 
Each Dread Host niust be commanded by a single Gréat Dragon or 
Emperor Dragon chosen from the Storm of Magic expansion. This is 
the only ‘character”in the army and there is no % limit on the points 
cost for them as part of the army. In addition, the army’s Core choice 
may be made up of units of either monstrous infantry oF monstrous 
. beasts from the Storm of Magic expansion with the éxception that 
Daemons may not be selected. For the army's Special choices, 
~ Monsters costing less than 150 points from the Storm of Magic 
expansion cach may be taken, and for its Rare choices Monsters 
| costing more than 150 points from the Storm of Magic expansion 
each may be taken, again with the only proyiso being thar in either 
case Daemons may not be taken. 


Deadly Ground: The Dark Lands are one‘of the most inhospitable 
realms in the Warhammer world, filled with boiling rivers of sulphur 
and hills that are little more than treacherous mounds of bone and 
ash among which many foul things lfrk. In addition to any other 
_. terrain effect, hills are countéd as being Dangerous Terrain and any 
~ Water or swamp scenery inflicts 2D6 Strength ¥ hits on any unit 


>. caught in it during the Compulsory Moyement phase of the player's 
feces < turn, 


3 Victory Effect: Ancient Plunder and Curses Unleashed 


~ Chaos Horde: Chaos Horde armies may noW purchase magic items 


fora single Lord character without the usual ‘Throne of Chaos magic 
item restrictions. 


Opposition: In the Battles of the last phase, one unit chosen by the 
I. Player after deployment but before the game has begun may be given 
one Veteran Ability (see further on). 


CAMPAIGN PHASE: 
. THESCOURING 


wi 


r. 


Goblins; and Ogre Kingdoms... Mas 5 
i : 
Other Scenarios: 


D6 Result } 
1-3. Hired Swords (1 GP to the victor)‘ 
-_ 4 — Lootand Pillage (1 CP to the victor) . Re 
Blood and Glory (2 CP to thévictor, fought’asa Grand y 
Battle if the models are available) . Se) aaa 
6 The Watchtower (2 CP to the victor, the Opposition” iB 
always begins the game in control of the Watchtower) , Oe 


ot : 


a 


Special 


Blood Money: The Border Princes are filled: with unscrupulous ee 
killers and-hired blades, willing ro%ell their swords for bloodsmoney?* c 
AS a result, any army in this phase cantake on a single unitak py % 
mercenary troops if it wishes from its normal points value. Usdidic, 
rules for Allies found on page 136 of the Warhammer rulebook toy. 
determine what troops are available, with a single Goré or Speetal.” 

choice from an army that-would be classed as either a Trusted or. 

Suspicious ally for your army available. Mercenary units may be 
used normally but are still subject to the Alignment matt cffeggs as 
shown on.page 139 of the Warhammer rulebook. ie 


Victory Effect: The Shadow on the Land \ i ee 


Chaos Horde; Glutted by conquest, in the battles of the last phase 
one unit chosen by the player after deployment but before the game 
has begun maybe given one Veteran Ability (see further on). 


Opposition: Refugee warriors from the Border Princes have escaped 
to fight another day. In the battles of the last phase, one unit chosen 
by the player after deployment but before the game has begun gains 
Hatred (Chaos), 


“CAMPAIGN PHASE 5: 
DEATH AND DARKNESS 


: 


» Special Scenario: Sundered Pass 


Suggested Opposition: Orcs & Goblins, Dwarfs, Vampire Counts, 
Empire, and Skaven. . 


- Other Scenarios: 


‘ D6 Result 
a-3 Battle for the Pass (1 CP to the victor) 
‘4 Meeting Engagement (1 CP to the victor) 
5 Heroic Last Stand (2 CP to the victor - the Chaos 
~ Horde player is always the one making the Last Stand) 
6 Hold the High Ground (2 CP to the victor, fought as a 
Grand Battle if the models ate available) 


Special: 

Ambush!: This phase represents the darkest hour for thé Chaos 

Horde forces in Tamurkhan’s saga as they are divided and trapped 

with nowhere to run. Regardless of the scenario being played one 
_ unit of the owning player’s choice in an Opposition army can be 

given the Ambushers special rule. The Chaos Horde player can re- 

roll their first failed Panic test, 


Victory Effect: The Final Trial 


Chaos Horde: Searching the deep mountains, the Chaos horde 
‘brings forth strange beasts ensnared’from their hidden lairs, Ifa 
Mrodel is available;a Chaos army may include a single unridden 
“ thonster for the final phase from the following list at no points cost 
Gee the Warhammer rulebook’s Bestiary section’for details): Giant, 
Wyvern or Feral Manticore. Unfortunately the arcane bindings 
onthe beast are hot strong and its controlling player must take a 
, Monster Reaction.test at the beginning of each turn. In addition if 
‘ewe rolls of a,]”are made for this test during the game, control of 
chi monster passes tot player's opponent. The monster is worth 
no Victory points ifslein, : 


Opposition “The delays caused by the ambushes in the high 

tt ins allow.th Actendets of the Empire to bring in superior 
enits. #a the battles of the last phase, one unit chosen by 
deployment bur before the game has begun may be. 
VAbilicy (sec furtheron), 


= 


ee 


CAMPAIGN PHASE 6:. 
THE THRONE OF CH, 


Special Scenario: The Battle of the Bloody Levees ny 


Suggested Opposition: Empire, Dwarfs/Vampire ou 
of Chaos", Legion of Azgorh*, and Daemons of Chaos’, 


(* Representing reyolt in the horde’s ranks!) - 


Other Scenarios: - 


D6 Result a ae 
1-2 — Invasion (2 CP to the victor) — (note this uses a larger’ 
than normal table size, if this is not available re-roll the - 
scenario instead) (0 RS 
3-4 Raze and Ruin (1'CP to the victor) : : oe hes 
5 Heroic Last Stand (1 CP to the victor - the Opposition 
player is always the one making the Last Stand) 
6 River of Death or a Storm of Magic scenario (2,CP to 
the victor, fought as a Grand Battle if the models ar 


available) ; ee ; 


Special: : bo 
War on an Epic Scale: All games in this phase should be fought ir 
using Grand Armies if the models are available, and in addition tae 
for particularly large games, the special Hosts of Chaos rules (see | 
page 142) may be used by the Chaos player if they wish for truly 
spectacular battles with which to show their devotion to their Dark 
Gods and perhaps gain their fayour! ~ e 


Victory Effect: None. The victory effects from Previous campai 

phases come into effect for the battles of this phase. If the Chaos 

forces are Victorious this phase, they win the Throne of Chaos and _ 

their leader ascends to daemonhood on the back of indescribable ere 


slaughter. If the Opposition wins, Tamurkhan is cast down and the ee, 
gteat city of Nuln endures! : 


~ 


2 


. 


to make some special terrain. The possibilities are endless! 


“been deliberately kept quite simple, so as to-be‘as easily accessible 


_ For further ideas, the lar 


CAMPAIGN VETERAN ABILITIES 


Over the course of the campaign, the two sides can earn Vereran abilities for their units. These abilities can then be applied to the units in 


their armies fighting in the final battles of the campaign in phase six. No more than one Veteran ability can be granted to any particular 
unit, and what unit gains what ability should be noted down before the battle: H 


» Stalwart (Infantry & Monstrous Infantryonly): The unit becomes Stubborn. v? 
: Bloody Butchers (Infantry & Monstrous Infantry only): The unit gains Killing Blow 6n the first round of combat where it charges. 

Hell Riders (Cavalry, Monstrous Cavalry and Monstrous Beasts only); The unit gains the Devastating Charge special rule. 

Beast of Legend (Monster only): The'monster gains +1A and +2 Wounds, 

Watched over by the Gods (Any unit): The unit gains Magic Resistance (2). 
} Hard to Kill (@haracters only): The character gains +1 Wound, ‘ 7 
| Destroyer of Gities\(Any unit): The unit has +] cowound against buildings and fortifications, 
Notorious Qutthroats (Fast Calvary and Infantry only): The unit gains the Ambushers special rule, 
Doom Engine (War Machine only): The strength ofthe war machine's attacks is increased by +1. : 
Cleaving Steel (Any unit): The unit gains the Armonr Piercing special rule. i : : 
Fated Destiny (Any unit): The unit gains a Ward save of 5+: Note th 


at this does not combine with any other Wards the unit has, 
Expert Defence (Infantry only): The unit may fightin an additional rank on the first turn of any combat where it receives the chafge! 
Note: One thing you can do before going into the final 


Stage of the campaign ts to convert, paint and name your Veteran units for ANLMTA degree #2) 
of personalisation! f 


DESIGNER’S NOTES; EXPANDING THE NARRATIVE 
For many players narrative games are amongst one of the most 
enjoyable ways to play Warhammer, and allow them to be inspired by 
something that captures their imagination and provides some rhyme 
and reason to their hobby. It’s also a great excuse to Customise and 
convert your miniatures, ‘theme’ an army and may ¢yen inspire you 


This campaign is focused on the progress of a Chaos warlord, but it 
has also been designed with a degree of flexibility in mind. It can be 
easily modified for different forces or other goals, creating entirely 
different tales of battle of your own devising set within the grim and 
fantastical milieu of the Warhammer world. Perhaps itis the rise of 
along-thought dead Vampire Count in rhe dread lands of Sylvania 
or the bitter quest of a Dwarf king to recover an ancient heirloom of 
power stolen by Skaven raiders and now lost deep within the swamps 
and jungles of Lustria — whatever gfips your imagination, and of. 
course.on a practical note, fits the kind of armies and scale of games 
you and your friends enjoy playing. 


Likewise, the Throne of Chaos campaign format as shown here has 


4s possible for players, and also to provide you with a framework 
to.expand upon as you wish, and with the mutual agreement of the 
players involved. I actively encourage you toad your own Special 


tules, house rules, invent new scenarios and unique units to make 


Your own struggle for the Throne of Chaos as enjoyable and as 
memorable as possible. Indeed, one of our principal goals in creating 


Tamurkhan: The Thréne of Chaos has been to hopefully inspire and 


entertain in just this way, 


ter sections of the Warhammer rulebook 
(the full size edition) also have a wealth of options arid inspiration 
or helping yotdo this in addition to whar’s contained here. 


a 


z 


of 


This. st scenario represents the final stages of the nightmarish battle at 
_Zanbaijin. Here Tamurkhan and the other Chaos lords vied for the 
favour of the Dark Gods. 


THE ARMIES 

* This scenario is for two, four or six players, forming teams of an equal 
number of players for the Chaos Horde (in this case representing . 
‘Tamurkhan) and the Opposition. Each player chooses their army 
list froma Warhammer Atmy book to an equal points value, with 


C Fecoence to the outline of phase 1 of the Throne of Chaos campaign. 


THE BATTLEFIELD ~ 


_ “The table is set up using the rules presented on page 142 of the 


Warhammer vulebook, with a bias given towards ruins, fallen 
statues and impassable pillars. In addition, at the centre of the table 


a single large ruined temple building should be set up (if you own 


_ the Warhammer Temple of Skulls terrain piece this will be perfect!). 
This ruin, an Altar of Battle, has its own special rules as shown 
further on and counts as an objective. In the case of six players, if 


Bapible a large (double sized).gaming table should be used. - 


\ 


DEPLOYMENT 
Each player rolls off (re-rolling ties). The ee with the highest 


3 - score immediately selects. table edge and deploys their army within 


_ 8" of that edge, and then the second highest player selects a table 
sae and deploys their army within 8" of that edge and not closer 
_ than 12" to any enemy model, then the third highest and so on. If all 


the table edges are occupied, then players may deploy on any friendly 


_ board edge (ies one already occupied by someone on their side). Any 
- player sey: hold, up to half the units in their army in reserve if they 
et 


F IRST Tu RN 
” ‘The player aes set up first has the first turn, If more than two players 


"ate involved then the special multi-player turn sequence shown on 


407-0 Saige i a ebook is used instead. - ~*~ 


Vhrine of Chas Scenaris 1: | 
Altar tf Bathe 


_ ¢ Destroying a unit or having an enemy unit flee off the table ; 


- wrath of the gods on their enemies. This i 
’_Direct Damage spell (Power Level.5). Select a8 


enemy player dick unit was pet Bers, to onlieains See 


GAME LENGTH. 0) oe 
The game lasts for six turns or ane a time clinica Lhythep ss 


is reached, whichever comes first. 


VICTORY CONDITIONS So ee 
The Altar of Battle has special victory conditions tage por 

Victory points other than in the usual way (see below). Victory 
points are also counted for each side rather than for each Player. 


1 Victory point 
e Per enemy General killed: 1 Victory point reo 
e Being in control of the Altar of Battle at the end of the} game 


(fleeing units cannot claim or contest this objective): 5 ee a 
points. : 


At the end-of the game, the side with the most Victory points wins, “3 


SCENARIO SPECIAL RULES a 
The Altar of Battle: This ruin is a focal point for the swicing Vortex | ss 
of power that surrounds Zanbaijin. In order to control the altar, a 
side must have a unit within the ruins and no ener units my: also 
be present within 12" of the ruin’s centre. ~- 4 


. 


“Any unit on entering the ruin for the fie time is assailed [by 
malevolent spirits. The unit must take a Leadership test on 36 and 
for every pointit fails this test by it suffers a Strength 2 hit with 
armour saving throws allowed. This is a magical effect and ee 
only attack a unit the first time she enter the ruin. ate : 


Once a side is in canal of ae Altar oF Battle, hat si 
gain a +I bonus to all channelling attempts, and ca 


on the battlefield to place a large temp a rollaD6.Ona2¥® 
any model under the cemplate sues a Strength 4 hit. On al, the — 


~ 


instead! - 


an ae 


hy Con piste Bil: 


dh , aes plait’ to enslave the > giants of 
‘ soca es to do his bidding. * : 


het 
us 


Bis on the part of the Giants!), The Horde 
ates amarmy of up to 1,500 points to use, while the 
Rona player has five Giants! (see Warhammer Armies Ores & 
eae pegree hee or Storm a for sees: 


THE BATTLEFIELD | a 
“The table isset up using the rules presented on page 142 of the 


 Warbarnmer rulebook, with a'bias given es ruins, hills, and 
= S aes aS SUBE 
DEPLOYMENT.» ; : ; * 
\ _ “The battlefield is divided i intoa portal Senet zone which is 
| 24° x 16" in size, and a second all round table edge deployiment zone 
= 6° wide. The Giants deploy first in the central zone and the Ghaos 


Horde player deploys second, placing all their units within the 
oe zone around the table edge. : eS 


a FIRST TURN 
” Roll off for the first turn, 


) capture rather 
ean peel (see the scenario’s Special 


For every Giant still alive at the end of the game, the O re) 
player gains Victory point 4 


Tf no Giants remain captured at the end of oe oe Be Ono one 
player wins by default. 


“ 


SCENARIO SPECIAL RULES 


_ Capturing Giants: Each Infantry, Cavalry, Monstibs 


Monstrous Cavalry unit in the Chaos Horde BEY Beek ae 
equipped with grapples and nets. 


: Grapfiles: These are used as a shooting eeicle Wich ee of 8” (ol. 
once to hit per unit, if the unitis more than two Benoa reroll,’ 
= % o 


the grapples and can act ngitnally Ii it fails, it falls over! 


os Se 


Nets: Ifa unit ait nets charges a Giant whith has fallen over and. ; 
passes a Strength test (rather than fighting), the Giant has been, 


~  ttussed up. The Giant has been €aptured and can only esciipe by ; 
“passing a Strength test ofits own at the start of theo ue Bir 
phase to break free. 


GIANTS, BUT... ; oe 

If you don’t have enough Giant models for this scenario, simply 
use stand-in models ‘on appropriately sized bases (or some similar 
— no doubt odd looking — stand-ins), and don't forget to 
Phorosopy, a Fallen Giant template from the AEPIOREAt book! 


“This scenario represents the Legion of Azgorh’s attempts to block 
_the Chaos horde’s passage into its dark realm. 


THE ARMIES 
’ This scenario is for two players. The Chaos Horde represents the 
* Attacker, and the Opposition the Defender, Each player chooses 
their army list from a Warhammer Army book to an agreed points. 
value, with reference to the outline of phase 3 of the Throne of 
Chaos campaign, and the proviso that the Defender’s points value 
. Should only be 75% of that which the Attacker has. 


THE BATTLEFIELD : 
_ The table is set up using the rules presented on page 142 of the 
__ Warhammer rulebook, with a bias given towards craggy hills, lava 
_ pools, sinkholes and ruins. The board is then divided up diagonally 
into deployment zones as per a Meeting Engagement mission 

», (see page 149 of the Warhammer rulebook), The Defender may. 

_ then place a watchtower anywhere within their deployment zone, 
and may then place three 6" x 1" obstacles, representing fire yents 
(batricades or strips of material are fine for this) in the gap between 
the deployment zones, but no closer than 2" together. These fire 

“7 Vents do not block line of sight, but models moving through them 
suffer a Strength 5 automatic hit (counted sa flaming attack). . 


Vhrine of Chabs Scenavié 
e  The Crossing bf IVE 


~ GAME LENGTH 


‘on the Defender’s side are not considered dangerous terrain 


a 


ee 


DEPLOYMENT xe ir ape 

First the Attacker sets up their entire army in their de 
Next the Defender sets up their entire army within 
zone. This represents the Defenders being p epared fe 
slow advance through the hostile Dark Lands. icine 


« 


FIRST TURN eee i 


In this scenario the Attacker gets the first turn, 


The game lasts for six turns or until a time limit 
is reached, whichever comes first, ed 


agreed by the play : 


VICTORY CONDITIONS J ae 
The player that scores the greatest number of Victory poir yrke 
out normally) wins the battle, with the special condition thar ifthe _ 
watchtower is controlled by the Defending player at the end of the — 
game, they gain a bonus of +500 points. ~~ Ao ere 


SCENARIO SPECIAL RULES le 
The special conditions for fighting in the Dark Lands are used in the - 
scenario (see the details for Campaign Phase 3), except that anyh 


x 


players: The Chaos Horde represents the 


)pposition the Defender. Each player. chooses.’ 
from a Warhammer Army book to an agreed points 


set up using the rules presented on page 142 of the. 
mer valebook, with a bias given towards rolling hills*woods 
and pools, leaving a 24” x 24" area at the centre of the board clear 


_ either a hill with a watchtower, a cluster of three small buildings or . 
asingle multi-part building along with four 6" obstacles anywhere 


within the central cleared area as they wish. 
4 : rm nl J : : . i 
~ DEPLOYMENT 


: First the Defender sets up their entire army in their central . 
~ deployment zone. Next, the Attacker sets up their entire army 
"+ anywhere outside of 12" of the Defender’s deployment zone. 


FIRST TURN 
~ Inthis scenario the Defender gets the first turn. 


are 


Attacker’s 
Deployment | 
Zone 


or ea 


bs Scenarip 4: 
~ VICTORY CONDITIONS + ; 
_ forthe movement of scenery. The Defending player may then set up” 


rule, F 


“special'rules as found in the Raze & Ruin scenario on page 399 of 
_ the Warhammer rulebook. : 2 


Attacker’s Deployment Zone 


: 
Pie 


Deployment Zone 


. i Seve 


Der eel 


. 


GAME LENGTH both oe 

The game last’ until the defending player has been wiped out or 
driven entirely out of their initial deployment zone - the game - 
ending as soon as this has occurred, or until the sixth curn has ¢ 


Victory in this scenario depends on how long the Defender 
“to'last. aes Sell My ea 


1-2 turns Crushing Attacker win 
3-4 turns Attacker wins ee ; 
Sturns Defender wins le ae 
6turns Crushing Defender-win : Rs 


SCENARIO SPECIAL'RULES**:.. 34> a 8 Be 
Nowhere to Run: The Defenders know that néthing but = ae 
death‘awaits them should they flee. While they are within their + 
deployment zone all Defender units gain a +1 bonuseo cheb Ses », 
Leadership, and while outside it a -2 penalty to their Leadership, Z y Fe 
eae ea 


Blood Hungry: Overwhelmed-by bloodlust and che scentiof 
from a cornered enemy, all attacking units have the Hatred special # 


a . \aeh > Gia ae 
Wrack and Ruin: This scenario uses the Destroying Buildings*=+ 


=] 


a key battle in the near-catastrophic series 
's horde suffered*while attempting to force 
i edeadly Helghes of es ‘Teeth Pass. 


pposttion ace Attacker. Each player chooses. 
c he a Warhammer Army book to an agreed points 
rence to the outline of phase’'5 of the Throne of 
paign. Ifa Grand Battle of 3,500 points or more is agreed 
thé Chaos Horde player should feel free to use the Great 
f Chaos rules (eepage $42) if both sides agree to this. 


THE: ATTLEFIELD 

~The battlefield i is set up.in an identical way to ane Battle for the Pass 

~ scenatio found on page 146 of the Warhammer rulebook. With D6 
». pieces of scenery scattered along the length of the pass (in this case 
tock falls, ruins and pools are particularly appropriate, Mysterious 
scenery should not be used in this scenario). In the case ofa larger 
Grand Battle, a double size table may be more appropriate. The long 
edges of the table represent the jagged and impenetrable rocks of the 
mountain pes (see the scenario’s Special sul 


DEPLOYMENT" : ; 

Roll to see which player picks the half of the table they wish to 
deploy in. Their opponent deploys in the other half, Note that the 
game in this case is played along the length of the table; rather than 


~ across it.. = 


an 


"Units may 463 aiieed BS iccei in licks player's half of the table that 
is more Hes 12% "away from the centre line. 


oa take it in capa to or this on 1 the ‘table ubing the 


alternating method. ae as described o onp 


Wath sipiit rulebook. 


The Attacker, if thik vist may he a shales unit per fall 1 000 
points of their army, of their choice (other than a character), in 


‘reserve and have them arrive later (eeSaedy Tricks in the scenatio 


Special Rules Pee 


~ FIRST TURN 


Roll off after deployment to see which player receives Ee fis turn. 


The mee that faashed ee their army first adds +1 to their 
roll. 


GAME LENGTH 
The game lasts for six turns or until a time limit aaeeeth pele — 


-is reached, whichever comes first. 


VICTORY CONDITIONS 
Standard victory conditions are used to determine it winner of ie 
the battle, and in addition any Defender units Wwiehit je ue 


Victory poe each (fleeing units don’t count!). . 


SCENARIO SPECIAL RULES 
Bottleneck: See page 146 of the Warhammer rulebook 


’ Sneaky Tricks: janet units held in reserve must ech 
from the otherwise impassablefong table edges ee : 
them attacking after hugiene the c caverns sand ruins within the 


mountains). 


| be described asa eine Goblin army tie General isa Night 
; peas character and its minimum Core units are made up 


he he Goblins) then i it gains a special bonus in the form of 
(and terrifyingly unpredictable) Colossal Squigs in the 
cy have models them. You can model these yourself 


gas aby large base such as the one for the Arachnarok 


sy iden, and ifihclined ean even make use of spurioiis pumpkins 


and 


Faces drawn o on balls if the insanity strikes you to do so! 
a ch Colossal Squig pet 
their army. “Theyre héld in reserve and enter 


ticks unit as described previously, 


Colossal Squigs have the following profile: 
‘ 


M WS BS §S 
Colossal Squig 4D6 2 0 6 


Troop Type: Monster 


Special Rules: Large Target, Terror, Random Movenicn? (4D6 
Falls Apart, and Dinner’s Dinner! 


Falls Apart: When a Colossal Squig dies, it colle a idéof 
offal and half-digested meat. Every model in base contact su ee ie. 
Strength 3 automatic hic. : 


Dinner’s Dinner!: When the Colossal Squig’ bandas 
brings it into contact with a ynit, either friend or foe, it will: 


it normally as if it was an enemy, le - 
- This combat will continue until resolv wot 


Jhrine 6f Chabs Scenarib @: ~ : 
The Battle of the Blobdy Levees “9 


This scenario represents the battle along a key part of the battle line 
outside the city of Nuln - a line its defenders must hold at all costs or 


Units must be placed within the player's deployment zon 
see their great city slaughtered as a sacrifice to the Chaos Gods, : 


within 18" of an enemy model, 


55 FIRST TURN ee ee: 
THE ARMIES Roll off after deployment to see which player receives the first turn, 
This scenario is for two players, but can be increased to incorporate The side that finished deploying their armies first adds +1 to the 
several players a side, but if this is done then larger playing areas roll. Bi! Re 
should be used (doubling roughly per pair of players lengthways thus 2 . 2 ae 
creating a wide front), This is intended to be a Grand Battle with _ GAME LENGTH 


the Opposition player(s) representing the Defenders and the Chaos 
Horde player(s) the Attackers. The total points of the army used by 
the Defending player(s) should amount to 75% of that which is used 


by the Attacking player(s). VICTORY CONDITIONS Meh arelse eS 
Standard Victory points are used to determine the winner, with the 
THE BATTLEFIELD | special condition that all Lord level characters slain (by cither'side) 
The table is set up using the rules presented on page 142 of the are worth double the usual Victory points, and any unit, not fleeing, 2 

. Warhammer valebook. The rules for Mysterious scenery should not 


The game lasts for six turns or until atime limit agreed by the players 
is reached, whichever comes first. : oe eae 


wg 


in the enemy deployment zone at the end of the gamegainsan 
be used. additional 50 Victory points for its side, sep — 
| 3 
A-water ditch is marked along-the centre line of the battlefield as SCENARIO SPECIAL RULES ° 2 
©  fshown below (you may could use sand or cloth to indicate this if you The Leyee: The water ditch of the levee should make 
is y sy like), : ; line between 4" and 8" wide across the centre! 
mn : Ace aan ‘it has been floodediand staked to form a defensiye b 
‘The battlefield is split into two halves and the players roll to see ~ . Counts as dangerous terrain for everything except Aonsters 
“which picks a table side to be their deployment zone. . game. Rr as S252 ae oy ie. 
‘The defending playe# may. then plage two hills anywhere they wish Fortunes of War: Special bonuses and abilities gained from 
inside their deployment zone, along With up to 12" of obstacles » the prior phases of the Throne of Chaos campaign apply this, 
anywhere they wish within their deployment zone Ss Noe ie oe ae 


“> climaticbattle, Hee 


DEPLOYMENT. BESTT 

* Players take itin turns to place units on the table using t 
“alternating method of deployment as described on page 1 
Warhammer rulebook, The Defending player deploys a 


~ 4 


Jamurkhan the Vasebt Lord 


€ of the most powerful Champions of Nurgle to rise up in Tamurkhan, as he called himself was not as other warlords and 
tone 3 E : i Be : R LA ~ 
¢'Chaos Wastes for many centuries, numerous legends and lies warriors of Chaos, but was subject toa terrible muta on astruly 
ace Ry as' 


Tail about Tamurkhan long before he had gathered his great hideous as it was rare. In mortal.form he Kad been transformed into . 
‘dae Sone ate A >; PF a ‘ : ae Me Ke 
 hord dinfulfilment of prophecy struck out like a poisoned talon a befouled, maggot-like creature the sizé ofa human child, 

> atthe ader world beyond the Chaos Wastes, Some tales speak of green and rotting, studded with lambently glowing corps 


ys a > = v 
0 be the millénnia-old scion of the Great Kurgan, one of four and a needle-like snout that split open to teveal row lupon row of 


fs, mighty and terrible, who each set out to the four winds to glassy, razor-barbed teeth. More awful yet than eyen his form was 
€ service of the four great powers of Chaos. r. the creature’s ability to fall upon a human or near-human victim 
e was hO,more than vermin once — : corpse-canker and spear into its flesh, bore deep within and deyour it from the 
sle On the spoiled entrails of the battlefi inside out, inhabiting its dead flesh like a puppet, turning his victim — 
in the basking light of the Eternal Batt into a stolen second skin in which to do battle. Thus empowered 
case he was an arrogant, savage and did Tamurkhan prove all but unstoppable, and many mighty foes 
reveller in decay and death, fated fell before him. Even if the enemy managed to best him; the true 
voured children for the carnage beast would show its face and the temporary victor would become 
is god's name. As the leadet of a Tamurkhan’s newly rotting host. 
ites and twisted monstrosities, 
mous Bubebolos the Toad Dragon, At the outset.of Tamurkhan’s attempted incursion into the Old 
for hi nself on the road to vietory, World, fe wore the flesh of Satgath the Vain, once a powerful - 
, naster’s nathe; Champion of Slaanesh, and took great joy in the slow decay of the 
ssh, wartior's formerly beautiful flesh and the corrosion of his b jewelled - 
armour. This body, which he had worn for nearly a year, failed h 
however in'single combat against the raw strength and brute s] 


unrestfai 
; Hay 
to roc and su 


BS 
Sargath 3 
Tyrant : 3) 
. Possessor Se a tte! 3 = 
: "Same as the possessed model’ stats,” 
eae “Troop ‘Type: * : i 
‘ ~Sargath’s Body (Infantry, Special Character). 
Tyrant’s Body (Monstrous Infantry, Special Character). 
Mount: paeSs 
In either form Tamurkhan rides the Toad Dragon Bubebolos into battle, 
4 / SPECIAL RULES 
. Feast of the Maggot Lord 


If Tamurkhan’s current body is slain, the true beast inside, a rotting 
maggor-like parasite, will immediately attempt to attack and possess 
anew host, gnawing its way beneath their flesh and consuming their 
brain and organs from within, ae 


The Possession Attack: If Tamurkhan is slain in close combat, a 
~ special possession ’attack is made against the model that délivered the 


» shooting or other means, the attack will be made against the nearest 
‘eligible model (friend or enemy) within 6" If multiple models fall 
SS into this category, Tamurkhan’s player chooses-which ro attack. 


~ © Both players roll a D6 and add the Weapon Skill value of their 

" ~ fespective models. If the result is a draw, roll again until one'side 

+ wins. If Tamurkhan’s player wins, the victim is killed outright and 
their body is possessed. From then onwards, Tamurkhan takes over 
= she victim model, which is detached from its unit and placed 1" away 


* from it. The model is now controlled by Tamurkhan’s player for the 
i fest ofthe game cxactly'as ifit were their own-character model. 


; Only Infantry and Monstrous Infantry models are eligible to be 


eo 


¢ Possessed: The Possessor profile modifiers as shown previously 
applied to the victim model's profile, bur any wounds they 
iously suffered are still in effect/'So, for example, ifa model has 
nly one wound remaining when ir is possessed, it-now has two 
unds including the +1 for the Possession modifier. 


eS | < 


we ‘pons or armour the yictim had ° 
types), di atding both his own and any other 
the victim ikewise, any enemy mounts are not used 


* 


a Itno eligible thodel is available or the possession attack fails, © 


final wound to Tamurkhan. If Tamurkhan’s death occurs as a result of é 


. As part‘ of his pact with the Chaos Dwarfs bf the Black Mountains, ¥ 
amurkhan was gifted by them with a great double-handedaxe, ad 


» ‘exudes when swung are foully poisonous, which pleases the Maggdr- ee 


Tamurkhan is killed outright. Also, Tamurkhan’s power cannovsav 
him ifhe is destroyed by an attack which causes a model to be Slain 
dutright rather than causing wounds (the Lore of Death spell Purp | 
Sun of Xereus, for example). tig 


Nurgle’s Favoured Son 9 oe init 
If Tamurkhart is taken as part of an army, he must always beits na 
General. Such is his pride he will kneel before none but his rottin 

Father in Plague. : 7 5 


# 


Will of the Gods, Eye of the Gods and Mark’of Nurgle (se ; 
Warhammer Armies Warriors of Chaos), Unbreakable and 
“the Warhammer rulebook) Dogs ae 


MAGIC ITEMS y Be 
Tamurkhan’s Rune Blade (Magic Weapon - Sargath only) 
While Tamurkhan was in possession of the rotting remains of the 
Slaaneshi Champion Sargath the Vain, he also wielded that fallen ak Ae 
warriors murderous Chaos Rune Blade= an ancient weapon finally 
shattered in combat with the Ogre. Tyrant Karaka Breakmountaiy, 


ae Pi 


Attacks with thé Rune Blade are Armour Piercing and inflice ~ * ip AZ 
Multiple Wounds (2). : 


The Black Cleaver (Magic Weapon - Tyrant only) | 


with a smouldering, cleaver-like pitted blade, borne up from deep " 


within their vaults. The strange greyish fumes the massive weapon 


Lord greatly. ; Bia 


The Black Cleaver is a Great Weapon and follows all the usual 
rules for this. In addition, any model that suffers a wound from 3 
the weapon and survives must take a Toughness test or suffer.a 
permanent reduction of -1 to their Toughness score, 


There Can Be Only One! 
Only one Tamurkhan model can ever be chosen as part of your 
army, and may be either in his Sargath body or that of the Ogre 


Tyrant: In either case Tamurkban is a Lord Choice for a Warriors 
of Chaos army. z ; 


‘Toad Dragons are huge, reeking, primeval horrors. They are, for 
the fate of the world, blessedly few in number, and confined largely 
to the trackless, otherworldly fens known as the Cold Mires under 
the coruscating skies of the uttermost north. It is here it is said that 
Tamurkhan, chosen son of Nurgle tracked, and using unspeakably 
foul rites bound to his will Bubebolos, greatest of all Toad Dragons 
and carrion-thing of Nurgle to be his mount and carry him 
southward. 


Bubebolos is an impossibly huge creature — a lumbering horror from 
a forgotten age whose flesh festers with unwholesome rot, and whose 
black blood is clotted with maggots and carrion worms. The strength 
of this colossal beast is prodigious, as is its appetite, while its tainted 
breath is so corrosively foul it can liquefy flesh and whither steel 
in moments. Those it does not devour or smash Aat it can smother 
beneath its feculent bulk as it nas across the earth — its questing 
tongue d 


to disap 


M-WS: BS’ S)-T 2 Wis Peak Pde 


Ixaop Type: Monster. 


t DED p [6 4d LYNE 


attack with the yee hs 
they suffer -1 to hie that ¢ comb 


SPECIAL RULES 
Colossal Beast pat 5 
Such is the vast size of the beast it is une 
‘normal’ means. Its bulk and resilience iss ch 
are of little more account than pinprieks and 
powerful magics must strike at the vitals 0 
to slay it. : : 
‘The creature may only be wounded 
higher, and regardless of an attack’s stra 
never be wounded on better than a 44) 


If the great beast is subject to a maicspll on 
would cause it to be slain outright, it sulfa 


‘This creature is so massive it can crush ‘dora b 
annihilate great swathes of men with alash of i 
Thunderstomp inflicts 2D6 hits. ¢ 


Large Target, Scaly Skin (3+), Immune 
Mark of Nurgle and Terror es the | 


Unspeakable Foulness 
Bubebolos may exhale a blast of feck 
gaping jaws. Any unfortunates caught in the 
horror suffer the most appalling fate imagi 
from their bones and their lungs fill with bh 
breath weapon attack and any model caught 
automatically hit and must take a Toughn 
wounds. No armour saves may be taken. 


Sayl the Faithless, infamous arch-sorcerer of the D: tribe, is an Sayl’s 


utterly self-serving egotist ar | erer. His powers ulegia ) the sawed Shaman-sorcerer Schalkain the Vile as one 

as their cornerstone a mastery of ae and treachery v has of his « i E scyen seer-apprentices, the/covenant of which used 

seen him rise supreme over rivals: whose arcane powers great their prophetic powers to guide the tribe in war and in Propitiation 

and champions who have enjoyed the favour of the Dark God ( ¢ 10s gods. From the beginning Sayl served no-one bue> 

Such is Sayl’s paranoia and hubris that he has never himself sworn himself and worked on the inherent paranoia and suspicion of the Paik 
allegiance to any single Ruinous Power, but rather paid lip service to sorcerers, and with honeyed lies turned them against each other and 
matay, and pursued pacts and bargains with numerous petty Chao fanned the flames of suspicion into murderous strife. He goaded 


godlings and daemons, betraying each in turn when expedient, halkain into c -onducting a e monic ritual TONES Say and his 


earning him the epithet o > Faithless master's three other rem: 
8 4 R 


at 


‘ ; : 4 
ite) * 


on the ‘traitors. This ritual Sayl sabotaged, causing Schalkain to be 
torn to pieces and the other surviving apprentices to fuse together 
into the horrific entity known as Nightmaw the Spawn. Although 
victorious, Sayl was not untouched by his treachery in the ritual, his 
: flesh mutating and his mortal sight lost to be replaced with hellish 
and maddening sense§ of the Daémon reali, 
‘ete Hated.and feared by his own people, Sayl the Faithless was 
» nevertheless a stfong war-leader whose mastery over the unholy 
stormsof the northern Chaos Wastes and prophetic seer-craft 
miade the Dolgan tribes under his sway greatly feared. However, 
as his reign stretched into scores of years, the list of Sayl’s criemies, 
both mortal and daemon grew long, and Sayl’s throne was ever- 
threatened. When Tamurkhan’s burgeoning horde crashed through 
the Dolgan’s lands, Sayl shrewdly turned impending calamity to his 
advantage and allied his forces with those of the Maggot Lord. That 
_ isforas long as it suited his purposes. 


MWS BS S T W <I A> Ld 
Sayl FeO Sa) 4 (oe age ge 9 
Nightmaw 206.3 0 4 5° 3 *5 D6+1 10 
Troop Type: 


__~ Sayl: Infantry (Special Character). 
__ Nightmaw: Monstrous Beast. 


gic: Sayl is a Level 3 Wizard who can choose his spells from 
ore of the Heavens or Lore of Shadow, and in addition always 
Ws the spell Tizitor’s Misr. 


Cast on a 6+ 
Sayl can both evade his enemies and sow death in his wake. 


Pl 


ell that Saylcan cast upon himself. If 
diately make a move using the Fly special 

ab-phase, In addition any 

f the Move suffers 


‘Shadow-kin: Nightmaw is accompanied by a shifting veil of 


_Nightmaw isat -1 Io Be Hit with shooting attacks, 


~ 


SPECIAL RULES (SAYL) 
Mutant Sight 

Sayl’s particular mutation has turned his head into a lumpen. - ; 
tAhuman mass of boiling flesh, opening in a single baleful eye which 

stares through the mortal realm into the spheres beyond time and’ 
matter. This preternatural vision and precognition means that any 
Characteristic test Sayl fails can be re-rolled and he may channel‘an 
extra Power dice on a 5 or 6. 


Will of the Gods, Eye of the Gods, Mutant Sight and Immune to ; 
Psychology. ; 
MAGIC ITEMS (SAYL) 5 
The Viperous Staff (Magic Weapon) tte 

A foul heirloom of the Dolean tribe, this dark-iron staff ts entwined 
with serpents which come alive at the wielder’s command, glowing 
venom dripping from their fangs as they strike with formidable speed 
and power to defend their master and slay bis enemies. * 


This weapon has the Killing Blow special rule and also grants the 
wielder a Ward save of 5+, 


Schalkain’s Teeth (Arcane Item, one use) 
This corpse-skin bag contains numerous sigil-etched teeth and fangs Sayl 
has torn from the skulls of the various wizards and magical beasts he 
has defeated in his unholy career, not least of all those of bis first master, 
Schalkain. Should his magic go awry, Sayl may hurl a handful of the 


teeth as part of a treacherous curse against an ally to divert the wrath of 
the winds of magic. : 


Ifhe incurs a Miscast he may choose to inflict its effects on a sihgle 
friendly model within 12" instead of himself. This must be decided 
before the effects of the miscast have been rolled, and may be done 


only once per game. If the subject of the miscast is nota Wizard and 
Power Drain is rolled, then the effect is voided. t 


Syl the Faithlessis.a Lord choice for a Warriors of Chaos army. 
Tf Sayl the Faithless has been chosen as part of the army, you may 
*also take Nightmaw the Spawn. Nightmaw is used as a separate 
_ uhit ofa single model but the points spent on him do not count 
towards the Rare selection total for the army. 


5} 


SPECIAL RULES (Nightmaw) 


datkness and shadows, which blur and distort his outline, and only at 
close range is the true horror of the creature's form apparent. 


: Unbreakable, Lurching Horror, Flailing Appendages, 


neration (3+), and Always Strikes First (see the Warhammer 
book), 


ig ee 


Ka Zk the B efoul ed, Champitnet Mirtle 


the Kurgan warrior known as Kayzk has given much in the service 


of his god, Nurgle the Lord.of Decay. He has given his flesh, which his side, serving as Tamurkhan’s chieflieurenant and master of his 

aS now a rotting, pestilent mass,robbed of form and feeling. He has mounted troops. During the Bartle of the Black Pit, Kayzk is said to, 

\© ‘Biwen his voice, forhhis yocal cords are tore than an open wound, have fallen, not to the shot or sword of the Empire defenders, 
™ _andhe long ago gaye hissoul'te be the Plague Fathér's trinket. Kayzk 

; stands.as sliying (ift can be calléd such) testament to the full 

" horrorsiof Nurgle’s blessings, earning him the epithet the befouled’ 


Wastes and sweeping down through the lands of the Kurgan at 


but in 
Drazhoath’s sorcerous fires as he led the ill-judged attack on the slave 


encampment to secure fresh sacrifices for his master’s dark rites. 


ae 


by thosééthe Plague-God’s bleak faith, 
big M WS BSS T W I A. Id 
A mighty champion in his own. tight, Kayzk caméto command his Kayzk 47 (#33 OSS oe a eee 
own warband of Kurgan hotsenien, who followed his path of decay Rotbeast T° 2500 «SO EDS eee ca 
and became known a5 the Rot Knights for the foetid, half-Daemon 
beasts they rode into bateléZyile, mutilated creatures whose 
cancerous flesh rapidly wept pus over any wounds they sustained, - Troop Type: Monstrous Cavalry. (Special Character) 
Sururine them shut. Kayzk the Befouled was one of the first to flock 
1 to Tahurkhan’s banner, joining with the Maggot Lord in the Chaos SPECIAL RULES 
aS Corrupted Flesh 
ie Kayzk’s ravaged flesh is a rotting mockery, little more than a roughly 
AS human-shaped bag of putrescence and corruption which feels 
we k ; neither pain nor hurt. This grants him phenomenal resistance to 
.: \ injury meaning that Kayzk must be all but hacked apart before he ‘ 
% \\ can be stopped. All non-Flaming attacks are at -1 on their To Wound 


rolls against Kayzk the Befouled. 


Fear, Regeneration (5+), (see the Warhammer tulebook), Will of 
Chaos, Eye of the Gods, Poisoned Attacks and Mark of Nurgle 
(see Warriors of Chaos) 


Kayzk the Befouled is a Hero choice for a Warriors of Chaos army. | 
i 


f 
Option — Rot Knights f 
Chaos Knights with the Mark of Nurgle maybe upgraded to ride | 
Rot Beasts using the profile shown previously in place of their ~*| 
Chaos Steeds in a Warriors.of Chaos atmy for +15 points each. _ | 
| If this option is chosen, the entire unit must be upgraded. Their | 
unit type then becomes Monstrous Cavalry, and has thé Fear and 
Regeneration (5+) special rules: > 


_ | 


Trolls are hideous and malformed creatures, among whom awide 

' variety of different mutated sub-species.ahd tertible deformities 

Ge can be found. Perhaps the vilest of these ate the Bile Trolls — cursed, 

, J © © cortured creatures with an appalling hunger that can never be 

' satiated: Corrupt of flesh and dwelling in-living agony, who, unlike 

many of Father Nurgle’s children, receive no respite from the 

\ horrorof their existence in their dark gou’s worship, Furthermore, 

vg although their ability co heal fresh injury is less than that of their 
Kin (as overtaxed as itis by their own endless suffering), their touch 
isa lethal poison and their corrosive bile rots away living flesh in 
seconds, 


} Encountered in the most fecund Cold Mires of the northern ‘Troll 
Country under the malignant shadow of the Chaos Wastes, the 
ancient lore of the Kul tribes holds a tale that claims the descent 

of thesé creatures can be traced to an ancient Troll chief named 
Raak Stoneshatterer. A beast afflicted with unusual intelligence and 
endless gluttony who, it is said in elder days before the rise ofthe 
Great Bastion of the east, united many of his nionstrows kin in a 


great warband to challenge the Champions of Chaos themselves for 
the favour of the Dark Gods. 


eS aaa a 


Victory after victory fell before them, and Raak and his monstrous 
kin grew fat and arrogant, until on the plain of Scorched Bones 
2 they confronted the vast horde of Gulvas Bloatchild, favoured son. 
| of the Plague Father. After days of fighting beneath the howling 
2 * aurora, Raak and his kin stood triumphant. Wracked with unholy 
hunger from their exertions, the Trolls descended on the dead of 
the battlefield and devoured the bitte?, cankerous meat of the féllen 
y and so sealed their doom. The infected flesh turned and writhed in 
their guts, and they were filled with the most potent diseases and 
cankers of Nurgle’s devising, So concentrated was this malediction 
y it was more cyen than the vaunted regenerative power of the Trolls 
| to overcome, but the plague-gifts of the Rot-lord didnot consume 
them. Instead the infected Trolls became even moretwisted, 
tormented creatures, their bodies bloated and agonised, endlessly 
regenerating only to be devoured again from within. Father Nurgle’s 
~~ mirth was said to be great at their suffering and fallen pride.? = & 


: ‘few in number, are the decedents of Raak’s followers and those 


among Troll-kind who have since shared their fate. They are 


| ae shunned and feared, even by other Trolls who, despite their infamous 
ye stupidity, do not wish to share their curse. 


Troop Type: Monstrous Infantry. . 
. ou y : 7 * * 


_ Vile beyond belief and shrouded with leprous vapours, the Bile Troll ; 
‘is difficult to target. Ranged attacks that target them are at “1 to ht. 


< at) 2 
habs 

SPECIAL RULES 

‘The Mark of Nurgle 


t 


Models that target them in close combat strike at -1 WS. 


‘Infected Vomit , ap 
The stew of plagues and meat maggots that swim in the guts of the 
Bile Trolls is so infamous and horrific it has given these creatures 
their name: Instead of attacking normally, the unit may forgo its «4 
usual attacks to make an Infected Vomit attack. Chose ne enemy. 
unitin combat with the Bile Trolls, every Bile Troll in base contact 
with this unit inflicts an automatic Strength 5 hit with no Armour 
saves allowed. This hit also has the Multiple Wounds (D3) rule. 


These attacks are treated as magical. 


Fear, Stupidity, Poisoned Attacks and Regeneration (5+) sée'the 
Warhammer rulebook. 


Bilé Troll units area Rare choice for a Warriors of Chaos avmy 


The Bile Trolls that haunt the Cold Mites today, although mercifull = 


”> 


Pi! ARUE Vbads of X (urgle 


The blackest, filth-choked lagoons and lightless sumps of the Plague- 

Father's realm have served as a spawning ground to all manner 

of daemonic beasts and foul creatures. Among the lesser of these 

blasphemous creatures, although by no means the least nightmarish, 
_ are the Plague-Toads, also known as rot-eaters and sewer-kin. They 

are toad-like bags of brackish filth and pus whose wide maws can 

swallow a man whole. 


These semi-sentient Daemon-vermin are, by some reckoning, bloated 
Nurglings swelled by indulging their appetites and wallowing in 
the worst noisome decay. Others maintain they are devolved and 
accursed. Plaguebearers, punished for their failure to maintain 
Nurgle’s tally. In either case they are the victim of the petty abuses 
and ire of Nurgle’s other get. As well as being dragged along like 

g g § Cragg £ 
pestilent flies in the wake-of Chaos summonings and daemonic 


incursions, these maligned Daemons are drawn to places of disease 
and decay in the mortal world such as the dank reaches of sewer-pits 
and stagnant mires, deyouring the unwary that cross their path and 
finding sustenance in suffering and befoulment. It is in such locales 

_ as these that those well-versed in the lore of the Plague Father can 
corral the beasts and bind them to their will, offering them the 
chance to glut their appetites on yet uncorrupted flesh, 


| 
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| Plague Toad 6 ae O24 
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Troop Type: Monstrous Beast. 


SPECIAL RULES 

Daemonic Attacks 

The Plague Toads are a manifestation of Chaos, and all their attacks 
are magical. 


Unbreakable, Unstable, Immune to Psychology, Fear, Poisoned 
Attacks and Ward Save (5+) 


| Plague Toad units may be taken as Core choices in Daemons 
of Chaos armies, and as Special choices in a Warriors of Chaos 

| army which also feature at least one character bearing the Mark 

of Nurgle. 


1 


é “4 ix Riders bf Nurgle 


Plaguebearers are distorted, cankerous daemons, condemned 
to spread the rot of Nurgle. These loathsome creatures are lesser 
servants of the Lord of Decay but still deadly, clawing and hacking 
an attheir foes with their diseased plague-swords. and spreading all 
S nnenof pox and contamination wherever they go. Shambolic but 
urposeful, whefe they can these vile dacmons captute and harness 
Plague Toads to be their mounts, stalking and squeezing them 
from their filtk hoked lairs in the darkest cesspools of the realm 
of decay: The Pla: 
imposition, but with Plaguebearers clinging on precariously to théit 
slippery, slime-covered backs they have little choice but to comply 
~ owith the wishes of thei 


x Riders, as they are known, often take the vanguard of a 


ds themselves are none too happy with the 


rasitic riders and carry them into the fray 


on battle line, shing into the ranks of mortal foes 
cannonballs, their rider’s tainted blades slashing about 
~cthem, necrotic fils 


th y fall, heedless o ; 


brackish blood spray ing up from them as 
asses. Such attacks can shatter the res 


Eehe hardicst soulandgers if not, they will have held their enemy 


g enough for the Lord of Decay’ favoured 
DI EH cg TREES 


i 


ste 


> 
SPECIAL RULES 


Daemonic Attacks 


The Plague Toads are a manifestation of Chaos, and all their attacks ° 


Fm 
are magical. 


/ 


Unbreakable, Unstable, Immune to Psychology. 
Attacks and Ward Save (5+) 


Pox Rider units may be taken as Special choices in Daemons of 


Chaos armies 


em,.: 
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Ghats Wir Mammsth 


Ofall'the terrible beasts that‘toam the wastes of the uttermost 

north, few are as dangerous as the great primeval Creatures 

tainted by Chaos,and known to the scholars ofthe Old Worldas 

Mammogzhs: These Massive creatures, whose footkalls'shake the earth 
like thundghare ¢apable through sheer bulk and toused fury, of 


>» demolishing buildings, trampling forests flat and crushinganythirtg 


that have historically had the most success in adding the prodigious 
strength of the Chaos Mammoths to that of their tribes through 

the jealously guarded secrets of their sharnan, ‘These Chaos War - 
Mammoths, or vraszas is the name given to them by the Dolgan, 
make fearsome foes in battle against which little mortal has a hope 
»of standing firm against. The greatest warriors of the tribe ride into 
$sillerthan themselves (whichis just about anything alive) into an battle on their backs, fighting from) fortified wooden platforms while 
2 unrecognisable, bloody smear. Although not actually evil as such, others, given’ oyer to the tribe’s shaman-sorcerers, carry thé mighty 


they. are entirely belligerent and uncaring beastsithat cuvaswathe of ~ war-altars of the Chaos-Gods, held aloft and inviolable for all below 
deStruction wherever they go, a factor magnified 4 thousand-fold by to'see. 


the fact that when they have young they travel in comrunal family 
Kerds, are fiercely territorial and respond to any other etéature that 
* Manages to gather their notice by smashing it into the ground; orif 
itis a large’enough m®haster in its own'tight, impaling itavith huge ; Mammoth Sp 3. gl 
tusks the size of mighty tree trunks, Z Battle Howdah - ees 


Chaos Watshrine -+” JRE 


S 

1 
NS 
= 
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To'the CRaos-totiched tribes of the Northern Wastes; the ‘ 

Mammiorhs are living totems of might and power — beasts which go. 2° 

wheré they, will and déstroy-what they will, and are so corisideted |» Txoop Type: Monster (Special). 
sacred créstutes ip their own right, and to tribes which through 


i fortune, soxcery onthe fayour of the gods come to bring one of thesé <4; .SPECIAL RULES 


Bheatizres tna the fold (for none can ever be truly tamed) great fF Immune.to Psychology, Large Target and Terror (see the 
ae Besont aid fear is attached: The Mammoths'roam alliacross thé iw Warhammer tulebook). 
j pis siugort blasted scrubland and thomybatrens-and, from 


etereict the Scat Clavis-caivthe cold wastes of Kidathi theyAre’ Mammoth Attacks* 
estou py Noscans and Hungalike: burit isthe Dolgan tribes (Chaos Maminoths are hugebeasts who rely on their near 
é ; : 4 : 2 : unstppablemassand tre€trunk sized tusks to gouge and crush their 
fogs: WhensthéCh4o¢Mammoth attacks, roll on the appropriate 
; following table to determine its action; 


ae Manunoth attacking Swarms, Infantry, Cavalry or War Beasts: 
Sn. D6 4) Attack Type 
1-2 ) “Irample 
se 314 Stomp 
Z pi 1 Bellow 
6 *Rickup'and:< 
Sra ns 


‘ 


oe we ‘ Paks 4 ; rs 
/Manimoth attackin® any other target: 


D6_- Attack? line ae 
= 1-2“ Bute ae a ¥ = 
3-5. Gore: “ie ae : o 
6 Bellow 2 . 


Trample; ‘The Mammoth tramples and crushes the enemy, 

splattering itgvictims like ovér-fipe fruisbeneathtits feet. A single 
enemy unlit it fights suffers‘D6 Strengehn0 hits for each rank of 
five or more: models it has. 


. 
\ Stomp: TheaMammorh does potmake.x normal atrack this 
A ie a ~~ 3." ; 1 ; 
\ curhy buciits Thandesstomp.artick Caliscy#DGshits this round! 
‘ A Re a “ee nS 
Bin til 3 


t 
hx 
oe % 
rs 


ee Bellow: The Mammoth trumpets and roars with deafening force, 
Neither the Mammoth nor any unit ih contact with ie fight if they 
haye not already done so this turn. The army fielding the Mammoth 
i) automatically wins the combat by 3 points. : 


Ee ia Pick up and...: The Mammoth uses its agile trunk to grab a helpless 
vi © Victim. This may be a target model in base contact or touching a 

_ © fiiodel th base contact (the trunk has a long reach!). The target may 
Fmake a single attack to fend off the trank: IF this attack hits and 
wounds the Mamimoth,than the Mammoth’ ateack fails. Ifnot then 


the Mamm : i s the model. Roll a D6 to see what unfortunate 
D6 Result 


1-2 Throw back into combat: The victim is-hurled back 
on the grabbed model with no armour saving throws 
“allowed, and 2D6 Strength 4 hits (saves as normal) of 
the enemy unit. Ifthe thrown model’survives, place it 
back in the unit where it may carry-on as normal. 
3-4 Hurl: This works as per the ‘Throw back'into combat’ 
4 result above except that the target unit may be any chosen 
| enemy unit within 18". If no such unit is available, treat 
2 this as a “Throw back into combat’ result instead. In 


m = either case should the hurled victim survive, it is placed in ~ 


i. the back rank of the impacted unit. 

Eat: The Mammoth swings the victim into its maw and 

bites down. The victim model is removed as a casualty, 

i E and the Mammoth may immediately recover a single 

ie wound it has lost previously in the game. 

6 — Squash and grab another: The Mammoth’s trunk 
constricts around the target, crushing their bones to 
splinters. The model is removed as a casualty‘and the 
Mammoth then picks another victim. Roll again on the 
‘Pick up and...” chart-to see what happens. Note this can 
happen repeatedly if you keep rolling 6s! 


y¥ 


Burt: The Mammoth charges, ramming its victim with its massive 

head. The Mammoth inflicts one automatic hit against one model 

~~ in base contact (your choice), causing D3 Strength 10:hits with the 
» Maltiple Wounds (D3) special rule. 


2— ~ Gore: The Mammoth gouges at the enemy with its massive tusks, 
ey = The Mammoth makes D6 attacks against a chosen unit in close 
~ combat with the Heroic Killing Blow special rule. 


Battle Howdah 


the forces of Chaos into battle, effectively turning the Mammoth 
into a mobile fortress! The Battle Howdah has a separate profile as 

7 ’ shown and is otherwise treated as a building in the Warhammer rules 
with the following Provisions: 


Battle Howdah can carry up toa single unit of infantry (and/or 
‘infani characters).drawn from the Warriors of Chaos Army book 
more than 20, models. The unit may move into and out 
Howdah exactly like it would a building, but other 
t use the Battle Howdah. Units may not get on or leave 
| if the Mammoth moves thar turn (or intends to). 
targeted by shooting attacks, exactly as per a unit 


5. Phd ; 


© into their own unit like a missile. This causes D6-wounds - 


The Battle Howdah is a heavily armoured platform intended to carry : 


. é ‘ ae nny re 
Thanks to the Howdah’s chains and weapons, any unit car 
the Howdah counts as being armed with Throwing Axes wh 
carried onboard, me & LP 


The Battle Howdah can be targeted separately by shooting 
and in close combat by any monster or model countedsas be 
a large target. It may not otherwise be ‘stormed’ a®a.norh 
might, and if che Mammoth is charged, the carried unit does 


make any charge reactions, 


re 


& 3 

If the Battle Howdah is destroyed or the Mammothtis slain, every’ 
model carried inside at this/point must pass an Initiative test or be 

_ Femoved as a’casualty. Survivors will then’ be placed as a single unit” 
next to the Mammoth (orwhereitstood), * 9 + 7 


f ms 
Up to five models carried by the Battle Howdah may use any Stee 
shooting attacks they possess, exactly a if firing froma building, on 
the proviso that if the Mammoth has moved, then the unit it carties ©» 
also counts as having moved. If the Mammothiis in combat, these. ® € 
shooting attacks may be used against a singlé unit in combat with. “pene 
the Mammoth (the unit in the Battle Howdah are otherwise too. 
high up to fight!). , on ae 
Reinforced structure: The Battle Howdah has a 4+ Armour save. - 
Chaos Warshrines* 5 + ewe 
Rather than having a Battle Howdah to carry troops into the thick 
‘of the fight, up to one War Mammoth in a Warrior$ of Chace 


army may-instead carry one of the dark tribal warshrines of the zt 
Chaos Marauders. : a 


‘ 
The Warshrine may be targeted separately by shooting attacks and 


in close combat by any monster or model counted as being ftself a 
large garget. 


Ifa Warshrine is taken as an upgrade, then its Leadership score is 
used by the Mammoth instead of its own while it survives. 


While the Warshrine survives, both it and the Mammoth have 
the Ward save (5+) and the Giver of Glory special rules (see the 
Warriors of Chaos Army book for more details). 


Reinforced Structure: The Warshrine has a 4+ Armour sayé. 


Mark of Nurgle*: If the Warshrine carries the Mark of Nurgle, its 


effects apply to both the Warshrine and the Mammoth that carriesit- * 
while it survives. Me: 


Mark of Khorne*: If the Warshrine carries the Mark of Khorne, the 
Mammoth may re-roll the number of attacks ithas-as the result of 
one of its attack types, but is also subject to the Berserk Rage tule ahs 
(seé Frenzy in the Warhammer rulebook, however none of Frenzy's> 
other provisions apply) while it survives; * ‘ 


Mark of Tzeentch*: If the Warshrine carries the Mark of Tzeente 
then the Ward save of both ir-and the Mammoth is edt 


‘ine 
while it survives. e54 


Mark of Slaanesh': If the Warshrine carries the Mark 3 Slaanesh 


the Mammoth carrying it is Stubborn while it survives) 


Giants are some of the mightiest creatures to stride across the 
Warhammer world. They are simple-minded brutes whose huge 
strength and callousness alone is enough to wreak havoc simply 
by their passing. Their appetite for meat and drink is legendary, 

as is the destruction their rampages can cause. A single Giant is 
more than enough to devastate a village without much effort, and 
if bribed or goaded into battle, a Giant can smash through ranks 
of troops and crush heavily armoured cavalry with contemptuous 
ease. Unfortunately for a Giant’s victims, it often saves a few choice 
screaming morsels to devour later after it has done with gleefully 


hammering those who scurry before it like mice into a bloody paste. 


The Chaos Dwarfs have not been slow to take note of the power and 
military potential of Giants, as they have often encountered them 

as foes within the ranks of the Orc and Goblin hordes that infest 

the Dark Lands, and the southern Mountains of Mourn that border 
their empire have long been inhabited by a unusually high number of 
the creatures. It is said this is because it once was the home of a great 
Kingdom of giant-kind in elder days, now shattered into ruin and 
desolation. As a result Chaos Dwarf Sorcerers have long had the idea 
Of bringing Giants that they are able to capture or enslave through 


trickery or trade with the Ogres under their will, and in doing so 
have been unable to resist ‘improving’ upon them in order to make 
them living weapons, 
Say Si 


Chabs S leoe G laut 


Troop Type: Monster. 


‘The most common result of these modifications is the Chaos 
Siege Giant, a mutilated, half-insane creature whose body has been 
armoured against attack by layer upon layer of heavy iron and 
bronze plates. These are firmly secured to the unwilling Giant by 
heat-fusing, riveting and nailing them deep into the Giant’s flesh, 
and in some cases in bolting them directly into its massive skeleton. 
The end result is a towering, iron-clad monster, even more clumsy 
and unwieldy than before, but now all but impervious to arrows 
and shot thanks to its armoured shroud. Likewise suitable weapons 
such as immense hooked blades, steel pick-axes the size of carts and 
even massive weighted chain-flails are lashed or implanted directly 
to the Giant’s arms to enable it to scale or tear down fortifications 
and slaughter the largest monsters. Some even are further fitted with 
scaling hooks and chains, enabling the creature’s dead carcass to be 
used as a scaling platform should it fall, while the most unfortunate 
have the burning runes of Hashut branded into their armour and 
flesh, driving them to ever greater heights of savagery at their 
master’s command. 


Not all such ‘improvements’ prove survivable for the creature forced 
to undergo them and so Chaos Siege Giants are scarce and highly 
prized commodities, both within the Chaos Dwarf empire and as 
weapons bartered in trade with the Chaos-worshipping tribes of the 
north, who often lack the means or patience to build conyentional 
siege weapons. A living siege engine that merely requires a steady 
diet of carcasses and spirits is therefore for them ideal. 


M WS BS §S 
Chaos Siege Giant 5) 4 3G Sang 
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SPECIAL RULES: 
Siege Armour : 

_ Chaos Siege Giants are encased in massive plates of iron and bronze 
armour inches thick, alternately strapped, nailed and fused into 
their flesh. This, coupled with the Giant’s bulk, makes them all but 
impervious to arrow fire, although it proves less effective against a 
‘foe brave (or foolish).enough to get in close enough to attack the 

_Giant’s less protected thews and vitals. The Giant has a 5+ Armour 
save, which increases to 3+ against shooting attacks. 


Fall Over 


hammered and bolted over their bodies, are even more unstable on 
their feet than ‘unmodified’ Giants. This can prove as dangerous to 
friend and foe alike when several tonnes of angry flesh and spiked 


. metal comes toppling down! 


A Giant must test to see whether it will fall over if any of the 
following apply: 


If it is beaten in close combat. Test in this case after the combat 
results are determined but before a Break test is taken, 


If it is fleeing at the start of the Movement phase. 
Wien i it crosses an obstacle, Test when the obstacle is coached: 


7 If the Giant ae to Flail and Crush an pe ‘Test immediately 
beforehand. : 


To see if a Chaos Siege Giant falls over, roll a D6. Ona roll ofa 1 or 
2, the Giant falls over. A slain Giant falls over auraascaly: 

To determine in ‘which direction the Giant falls, roll a Scatter dice. 
Place the Fallen Giant template with its feet at the model’s base and 
its head in the direction of the fall. The Fallen Giant template is a 
special shaped template which otherwise uses all the template rules 
from the Warhammer rulebook (so any models lying Completely or 
partially under it are automatically hit). 


ih iodet hit by a falling Chaos Siege Giant takes a a Sieagth 7 hit 
that has the Multiple Wounds (D3) special rule. If the unit is in 

“combat and the Giant has fallen over while attempting to Flail 

_ and Crush, wounds inflicted by the falling Giant count towards 

combat peclision: 


A Giant hie falls o over automatically suffers 1 wound, if the Gian: is 
'eoribat, then this wound counts towards combat fexolntion, 


eon he wont (you may lie the model down iPye you Ae a 
Giant r may get up in its Movement phase, but may not moye thar _ 
pot, Whilst on the ground a Giant may not attack, but can still 


é If forced to flee whilst on the ground the Giant is slain — the 
a cy swarm over them and cut thein to pieces, stabbing through 
the chinks in the Chaos Siege Giant's armour. If the Giant gets the 
tunity to pursue their foes whilst on the ground, they stand. 


inst ead, A Giane may attack in’ close egpibge as usual on he turn 


“ Chaos Siege Giants, thanks to the fact they are covered in iron plates 


_ The Giant targets the legs of its ounce enemy with} its Ripe 


Chaos Siege Giant Attacks | ey 
Giants do not attack i in the same manner 


of attack. In order to determine ane Chags Siege 
in each Close Combat phase, pick a unit in base-to C 
with the Giant and roll a Dé, applying: the result shown, 

of the following tables. Which table you use e depends on th 
of the Giant's victim. When fighting characters who are ridi 
monsters, decide whether to attack the tider or mount ‘bef 
rolling on the table. 


Big Things Chart 

Use this chart when fighting Monsters, Monstrous Infantry, 
Monstrous Cavalry, Chariots, War Machines and pe 
with the Large Target special rule (except buildings, see ‘peels 
Rules below) and characters riding any of the above. 


D6~ Result 

1-2 Legbreaker! 

3-4 © Smash with Pick 
5-6  ‘Eadbutt 


Man-sized or Smaller Chart 
Use this chart when fighting anything voedever by the Bg 
Things chart. wey: 2 
D6 Result : : Lo aio 
1 Yelland Bawl : Uae aes 
2 Smash with Pick 
3-4  Flail and Crush 
5-6 Ripping Blades 


es 


Legbreaker! 


_Blades and Pick, tearing open hamstring muscles, severing limbs 
“and slamming their foe into the ground. The Giant targets a single** 
enemy model in the target unit that is in base contact. The Giant and 
its victim both roll a D6 and add their Strength, and for each point sae 
by which the Giant beats its victim’s score, it inflicts D3 automatic ; 
wounds with no armour sayes allowed. litaddition, regardless 
result, any models other than the Giant inflicting the attack in 
contact with the victim must pass an Initiative test to get out: 
way or suffer an automatic wound from the seruggling beass! 


Smash aid Pick iss 
The Giant brings down its pick on the head of an eee 
victim, most likely leaving little left but a blood beac 
~ chooses a single target model from the enemy unit ¢ 
contact with, The target may attempt to avoid 
an Initiative test. If the test is failed, the 


the groun ‘and 


a 


vin the along es soe ( 


attacked in the combat round, they lose their attacks this round, or if 
they have already attacked, then they lose all their attacks in the next UPGRADES 
round instead. 


Runes of Hate: Some Chaos Dwarf Daemonsmiths go further 
when encasing Giants in their siege armour, binding the metal 
Yell and Bawl aah d with the hellish and twisted runes of Hashut which serve to 
The Giant screams and howls at the enemy in an inarticulate but push the weak and primitive mind of the Giant further into 

ueterly terrifying hail of abuse. Neither the Giant nor models in base malignant insanity. A Giant with Runes of Hate becomes 
contacewith them fight if they have not already done so this round, subject to the Berserk Rage rule (see the Frenzy special rule 
~The Giant's side automatically wins the combat by 2 points. If both in the Warhammer rulebook, but note that the other rules for 


sides haye a Giant that Yells and Bawls, the combat is a draw, Frenzy do not apply). In addition, whenever the Giant's player is 


called upon to roll for a random number of attacks, this may be 


Flail and Crush re-rolled. The second result must be used, even it is worse than 
Being too heavy to jump upand down as'a normal Giant might the first. ‘ 


when‘moved to'a frenzy of violence, the Siege Giant however does y 
its best to mash anything close underfoot and flails blindly with 


Scaling Spikes: A Chaos Siege Giant's armour can be fitted. 
itsioversized weapons. First test to sec if the Giant falls over (see 


with scaling spikes, hooks and chains to aid the Chaos army's 
assault against fortifications and these may prove usefuleven 
if the Giant perishes in the attack. Ifa Chaos Siege Giant with: 
this upgrade perishes and falls over an obstacle suchas a moat, : 
ditch or wall (with the Falling Giant template laying across gies : 
it), cither leave the template in place or otherwise mark the 
obstacle, which now may be crossed bythe Chaos player 
clear ground. Additionally, if the Chaos Siegé Giant dies ag 
foot ofa building or fortification, Chaos models assaustii 


previously) with any wounds caused if they do counting towards the 
combat result. If theGiant remains on its feet, select a target unit 

in base contact. That unit sustains D6 Strength 8 automatichits. 
Resolve wounds and saves as normal as the armoured bulk of the 
Giant batters them into the ground. 


Ripping Blades 
Equipped with massive hooked blades or oversized flails mounted on 
bundles of chains, Chaos Siege Giants are equally at home smashing garrison across the location of its bedy (see previously 
apart buildings and fortifications as they are sweeping mere special +1 bonus to their Combat Resolution. i. 
mortals into a jumbled heap of torn flesh and broken bones. The : 2 


Giant's enthusiasm however can sometimes mean they-proye more 
dangerous to themselves than the enemy. 


Select a target unit in base contact, that unit suffers 2D6 Strength 6 
automatic hits, resolve wounds and saves as normal. 


Ifa double 6 is rolled, as well as inflicting twelve hits on the enemy, 
the Giant must immediately test to sce if it falls over. Any further 
damage done in this Way counts towards combat resolution. 


Ifa double 1 is rolled, something very unfortunate has occurred, If 
this has happened no damage is infli¢ted on the enemy unit. Instead 
the Giant suffers D3 wounds (no saves) and immediately falls over ve 
(the chain has wrapped around their neck, they've managed to stab 
themselves or something equally unpleasant has occurred). Any. 
wounds caused by the fall count towards combat resolution as us - 


; Wall-Ripper 
A Chaos Siege Giant may always choose to attack and destr. 
buildings, regardless of the scenario (see page 399 of the Wi 
tulebook and us¢ the Watchtower description for fortifi 
Where appropriate), and may always choose to assault th 
even ifit is occupied, potentially bringing ir down o top 
unlucky garrisoning troops inside. A Chaos Siege 
attacks a building with the Smash with P. 
roll fora random attack type. 


Large Target, Terror, Stubborn 


(see the Warham: 


"Pe Dei 


‘on of Azgo ; 


~The following army list entries represent the various creatures and characters fotind i in the previguat section an 
in connection with either the Warriors of Chaos Army book, and/or where noted the Daemons of eee Aasny boo 


Tamurkhan the Maggot Lord 


Ld _ Troop Type 


nee Mo WS° BS Siok Wet "A ante 
Sargath, Dea NY oe tat D'S Di eID e Ne Sey ahs) "9 Tamurkhan (Infantry, sient Char 
Tyrant Diy hes ea MO On LS) Sea? Tamurkhan 
" 4 (Monstrous Infantry, sea Character Tyran fn) J 
Possessor Bal 3.7 eS IS eg f : 
~Bubebolos See See Ose Scan) See OP eH 2 ae ae 7 Bubebolos (Monster)” Sara a ee 


. Special Rules (Tamurkhan) —_— Special Rules (Bubebolos) Equipment 

~ Regardless of his form, e Large Target e Chaos Armour (Tamurkhan) 

Tamurkhan has the following _ Scaly Skin (3+) ¢ Tamurkhan’s Rune Blade (Tamurkhan — Sargath only) 

special rules: _e Terror e The Black Cleaver (Tamurkhan — Tyrant only) 

e Will of the Gods e Immune to Psychology _ e Huge maw, jagged claws, crushing pak counts as a hand weapon 
e EyeoftheGods e Unspeakable Foulness (Bubebolos) 


_e Mark of Nurgle ; e Tongue Lash 
_ ¢ Unbreakable e Colossal Beast ~ Mount 
e Fear. e Mark of Nurgle e In either form Tamurkhan rides the Toad bess Bubebolo i into battle. 


e Feast of the Maggot Lord 

e The Possession Attack —. Reg Seetaiee ae Pee tae 
othe Possessed . 2 ieee , ey AON as 
e urges Favoured Son i if oa 


If. ee ee possesses another aren the special rules 


Jrom Tamurkhan’s host form are not retained with the Tamurkhan is a Lord abe for a Barriars of Chaos arm, wale you must 
following exceptions if’ relevant: Scaly Skin, Deere dey select which of his two forms you use. 
Monstrous ee Ae 


ei 
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" Sayl the Faithless ex Nightmaw 


Bs ot TEIN eT A ‘Troop Type Esp eta: 
Peay io eee : DAO RB, AR BG, 30 09 * Sayl ly sess ee se ae et 
ct if ae ens. 2D6. 3. 0.9 4, > 5 So. 5 Gh 10. 4 Nieheiy (Monstrous Beast) a eee 


Special Rules 


; ae Equipment (Sayl) e 
Sa isa Level 3 Wizard _ _(Sayl the Faithless) © =~» The Viperous Staff (magic weapon) “bor as 
no can, chodse his spells © ¢ Willofthe Gods. -e Schalkain’s Teeth ws 
‘ Eye of the Gods ae | ; 
e Mutant Sight anes (Nightmaw) 


° Immune to Psychology: . GP haing. Maws (hand wepon); 


a, Riles (Nighimaw) 
ih, : es Fear ie é ye 
| Unbreakable aaa 
ra yee aie ¢ Lurching Horror — 

 « Flailing Appendages 
ne _ Regeneration (3+) 
© Always Strikes Firse 
As aes 2 


% ino 
hs Se 


model but ee s spe 
eee be 


aes LO RRC __ | Option — Rot Knights 20, Chet Weare 
“+ Poisoned Attacks Chaos Knights with the Mark of Nurgle may be upgraded to ride 
« Regeneration (5+): * ». --}« Rotbeasts using the profile shown above in place of their Chao: 
sus. 2 ae ina Wattiors of Chaos army for +15 points each. If this o 
Pah Fs; chosen, the entire unit must be upgraded. Their unit type th 
Monstrous Cavalry, and they gain Fear and Regeneration (5+). 


* 


Lto ow “a AOL Troop Type 
Sega Os* 33 ‘Special 10.“ Monster 


~ Options : 
e Runes of Hate. 
e Scaling Spikes. 
e Immune to Psychology . te. « SN 5 oie Agere oe 
_ ¢ Fall Over Pearl _ A Chaos Siege Giant is a Rare choice for either a Warriors of Chaos or a*~ S 
* Chaos Siege Giant _ Legion of Azgorh army: er Re 
° Wall-Ripper : 


wae 


Plague Toads of Nurgle 


-Monstrous Beast 


4 ree a ae ee, 7S, 7 : P wAG “Td Troop Type 


e Daemonic Attacks _ | Plague Toad units may be taken as Core choices in Daemons of Chaos. 
' e Unbreakable | armies, and as Special choices in a Warriors of Chaos army which also 
Hye Unstable +22 fo features at least one character bearing the Mark of Nurgle. ~ : 
-e Immune to Psychology ” {bee : = 
e Fear ste ; 
o Poisoned Attacks, 


Bile Trolls of Chaos 


M. WS BS 
Crew 1 


Un 
ae 
a= 
-_ 
> 
a. 


Bile Troll 


Unit Size: 3+ ‘Special Rules 
i e Mark of Nurgle 
“Equipment : ¢ Fear 


_ © Suppurating claws, fangs « Stupidity 
and rusted cleavers (hand e Poisoned Attacks 
weapon) e Regeneration (5+) : ots 
‘ ¢ Infected Vomit f 


> Pox Riders of Nurgle ae all : 


? * M WS BS S T W I A Ld_ Troop Type 
-Plaguebearer,’ Oe 8 3 POR Ak) 1 ESS 7 554” Monstrous Cavalry sais ; 
Plagucleaper 35.. AB OR ee 45. 2082 "+2 Monstrous Cavalry 
_ Plague Toad - ; Gr 3. 0 eae Pham 12 8 Mont ous Covaley 
: gs aes ok | Special'Rulés” «4° 7" 
at e Immune to Psychology* 
* ert k e Fear <P ig ¥ 
hp ainted horn, vile - Poisoned Attacks ta 
gas ‘tongue, plague swords «© Ward Save (5+) gies 
; es “e Unbreakable BS : a 


Unstable © 
Daemonic’A 


Pon = ie 2" Mlonstet (gpecial) 
- Bi tke Oe a 


Wik Asamee: ; 
10 S58 Monster (special) 
“6 

4 


octal > Obdons Se - 
¢ Immune to Psychology _ © The Mammoth may be upgraded to crea a: 
“eo LargeTarget == ——(tst~=té«~SC-artle Howdah for. 


hy TOETOR acia:- AS di Ys Ora. Chaos: Warshrine for 
eh th Attac A ¢ The Chaos. Warshrine may be devoted to ane of the 
taking one of the following Marks of Chaos"; ne 
=; Math of KAORI oosesyeusconrsecrstuansensonnn 
= Mark OF Nuargle..ceimsernnisnroe 
: et Tzeentch’ maa is 
Markos seo seeds ah Seles 
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ing alternate rules allow Chaos players to unify the armies 
eDark Gods in a single great host with which to sweep all 
me ~ before them and conquer the Old World — or at least that’s the idea! 
“The children of Chaos are fractious and savage, and only the greatest 
_ warlord who brings glory to his dark master is likely to survive 
“long at the head of such a powerful and unpredicta 
might. The rules are also intended to create a host drawn from the 
myriad followers of Chaos, such as those found during the great 
Incursions that surge forth like terrible hurric 


gathering of 


8 


from the northern 
Chaos Wastes to ravage and beset everything in their path 


band, Daemonic horde or great herd of Beastmen and their allies. A 

Chaos Host is a very powerful and potentially extraordinarily diverse 
Warhammer army, but it is also a fickle and players wishing to 

use an army that won't turn on them when the battle goes awry will 
be better off sticking to the relative safety of a single Army book 


rather than using these rules. 


Mastery of the Host P 

Each Chaos Host is controlled bya single indie 

of legend or mighty sorcerer whose saga and strength fe 

myriad foul beasts and brutal foot soldiers of Chaos to tock 

banner. No matter how mighty this leader is, however, there’ 

be those within the ranks that follow them grudgingly at best, an 

some that sow rancour and strain malevolently at the halter, ¥ , Waiting 
for the first opportanity to turn on those who would set themselves % ; 
above them in their Chaos God’s service. As a result each chosen an 
warlord must bring their followers victory or expect to be torn down 

by their own warriors. 


The Chaos Host rules operate in a similar fashion to the rules for Pa 
Allied armies found in the Warhammer rulebook (see ss 136),- 

except that they are unified under the control of a single player, aide’ 
the relative loyalty and reliability of the army is more dependent on 


success, rather than on the initial composition of the combined force. 


>» 


. Pee Ro a nr ek | 
in ae pe ee y \ 


ek, { 
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"The Composition of a Chaos Host et CRS 
Bach Chaos Host force has a single leader Known as the Paragon 
ofthe Host and may draw units from different Army books, with 


__ certain restrictions based on who (and what) their Paragon is. 


=e ce of Conquest, which is a basic méasure of in whose favour the battle 
2) f sgoing. Ifthey are in the ascendancy, the Chaos Gods will bestow 
"their gifts on them to further their victory, but if they are suffering 
Be + acthe hands of the enemy, the scorn of the gods may'result, and the 
~~ cohesion and loyalty of the horde may begin to fray and fracture. 
' _ Forces of the Chao’ Host *. 
a The following army lists can be used as part of a Chaos'Host, anda 
' Chaos Host must take units from at least two of these army lists as 
» part of its composition and may choose units from all three: 
i ro. }. Wattiontof Chaos 
Ba ~e Beastmen 
. e Daemons of Chaos 
t SSS 
~ SELECTING UNITS eth 
A Great Host army may be chosen freely from any of the army 
‘ists shown previously within the usual provisions of Selecting a 
Warhammer army (ie, with % maximums for Special, Raré, etc), with 
> the following extra provisions: 


One Lord character must be chosen as the Paragon of the Host (see 
the following section). : 


nS Only one Battle Standard may be chosen, and this must be from the- 
__ « same army list as the Paragon. 


The minimum Core units requirement of the army must be chosen 
from the same army list.as the Paragon and qualify as Sworn 
Disciples (see the Paragon tules), These units represent the Paragon's 
most loyal supporters and the foundation of their power. © 


Fre As long as the Host is not suffering The Scorn of Chaos, all units 
within it may be used as if they wer all trusted Allies (see page 137: 
| © _. ofthe Warhammer rulebook). In addition, certain units will cicher 
ce : . ‘becounted as being Sworn Disciples or as being Antagonistic, as 
*~. noted in the following rules: Ste 


> 


Units which qualify as Sworn Disciples can always use the General’s 
Ins Presence and the Battle Standard’s Hold Your Ground! 


a 


ges not make them immune to becoming Antagonistic, 
worst effects. Fe 


er a ; 

; Antagonistic. This means that their alliance 
us and resentful at best and they may even 

hile comrades during the game! Antagonistic 

eneral’s Inspiring Presence and the Battle 

ial rules. Antagonistic units 

than would usually be found in 

friendly units must take Dangerous 

ugh them. Antagonistic units never 


> Rinchermore, during battle the two sides must keep track of the Tide 


vg 


ve 


~ The power and cohesion ofthe Host is very much dependant on | 


» At the start of the second game curn and every game turn afterwards 


Not One of Ust: It is possible for units to become Antagonistic - 
during a game. If this is the case and they have in their ranks! 
a character that couldn't join them because they originatein ~~ 
another army list, immediately take a Leadership test ‘for that 
character. If this is passed the character retains control ofthe unit 
and may carry on normally for that turn (or leavet if they wish)? 
If it is failed they are immediately slain and removed from play % | 
and the unit suffers D6 wounds with no saves. If this situation. 
persists, the test must be taken at the start of every turn. 


Saar 


s 


THE TIDE OF CONQUEST ves 


its success in battle. When a game is being played with oné or more - 
Great Host armies, a tally should be kept from turn-to-turmof the 
Tide of Conquest. This tally, which should be ‘kept by both sides, 
counts the number of enemy units both fleeing at the end of each 

player turn and that have been destroyed during thar player turn,» ~~” 


compare each side's tallies. If thé Host’s tally is higher, then they are 
in the Ascendancy and if the enemy’ tally is higher, the Host will - 
suffer the Scorn of Chaos. If the tally is drawn (or nobody has-been. 
broken or destroyed—boo!), the game carries on 28 normal with no 
particular effect either Way. : ; Z AB 

> c 
Ascendancy: If the Chaos Host is in the Ascendancy,they-willgain in> 
a special blessing based upon their Paragon (therules for which can 
be found in the listing for each ‘type’ of Paragon). This blessing lasts 
from the start.of the Chaos Host’s turn until the Fide of Conduestis . — 
next worked out, and any bonus or penalties involved are cumtilative ee 
with those already in effect unless noted. 


Scorn of Chaos: If the Chaos Host is subjectto the Scorn of Chaos, 
then the player must roll on the Scorn of Chaos table at the start of 
the turn (see page 145). 


Designer’s Notes 
The Great Hosts of Chaos rules presented here are intended 
for‘use with a Grand Army of 3,000 points or more in massive 
battles and narrative campaigns — where having 4 good time 
and a great'scrap is the primary goal, rather than winning at 
all costs. The reason for this is that the cross-use of units from - 
several Army books in practical terms is ging to present certain 
anomalies and needs a bit of additional bookkeeping ~ not 
to mention the perils of drawing so much attention from the 
Chaos Gods for the master of the host! It is quite possible fora 
player to greatly mitigatethe dangers inherentuin usinga Chaos _ 
Host by careful selection: of units; but theniles presented here 
are designed less with this slightly mean-spirited ideal in mind. 
Rather, it is more for the player who wants to wield a wide 3 
range of Chaos models from their collection at once, and be the® | 
general of a hugely characterful force that is genuinely ‘Chaotic’ | 
to boot! Sas He 


~The Sarasin of the Host : 


The General of the Chaos Host is referred to as its Paragon. Exactly 
who and what they are is used to determine the bias of the army, 
special blessings of the Chaos Gods, and just what units are likely 
to be loyal and which are likely to seek their own glory when the 

_ Opportunity arises. r 


Touch of Destiny: A Paragon possesses a 5+ Ward save reflecting 
their favour with the Chaos Gods. If they already possess a Ward save 
" (by.other means) it is bettered instead by 1 toa maximum of 3+. In 
addition, if they are slain outright by the particular effects of a spell 
which does not cause wounds, they may ignore this by rolling a 6 on 


a D6. 


The Death of the Dark Lord: The Chaos Host is held together 
largely by the might and will of the Paragon that commands it, and 
if they are slain, the Host begins to shatter and unravel. If the Chaos 
Host’s Paragon is destroyed, roll a Leadership test for every unit 
in the Host individually. If this is failed the unit is destroyed and 
removed from play. From this point on the Tide of Battle rules are 

_ no longer used and all units in the remaining Host are considered to 
be Antagonistic (including former Sworn Disciples). 


THE PARAGON OF SLAUGHTER 

A Paragon of Slaughter is dedicated to the service of Khorne, the 
Chaos god of bloodshed and battle. Khorne expects carnage without 
end in his name, and ultimately cares not whose blood flows — that 
of the enemy or a loyal follower. : 

A Paragon of Slaughter may be one of the following: 

Warriors of Chaos: Chaos Lord (Mark of Khorne only) Daemon 
Princet (Mark of Khorne only) and Valkia the Bloody. 

Beastmen: None, - ; 

Daemons of Chiaos: Daemon Prince} (dedicated to Khorne only) 
and Bloodthirster of Khorne. 

tthe rules and options for Daemon Princes differ somewhat between 
these two Army books. Which army list the model is from should be 
noted as this will influence which units are considered Sworn Disciples. 
Also, for the purpose of the... And Hell followed with Them special rule 
(see page 145), a Daemon Prince chosen from the Daemons of Chaos 
Army book counts as a daemonic leader for the horde. 


Special Rules ; ; : 
Sworn Disciples: All units either carrying the Mark of Khorne or 
that are dedicated to Khorne (such as Bloodletters, etc) count as the 
Paragon's Sworn Disciples. 
 Ascendancy — Bringer of Carnage: While the Paragon of Slaughter 
_isih the’Ascendancy, all units in the army gain +1 to their Combat 


ff Result scores, and all Sworn Disciples gain Magic Resistance (1). 


es Antagonists: Any unit dedicated to Slaanesh or carrying the 
» Mark of Slaanesh in the Great Host army is counted as having the 
Antagonistic rule, regardless of the current Tide of Conquest. 


* 


7 or dedicated to Slaanesh ( 


THE PARAGON OF CHANGE 
A Paragon of Change is dedicated to the servi 
the Chaos god of mutation and magic, Tzeenteh is the 
of intrigue, deception and knowledge, and his followe 
devastating sorcerous powers that can prove fickle indeed ift 
not remain within his favours, ‘he ee ares 
A Paragon of Change may be one of the following: 
Warriors of Chaos: Chaos Lord (Mark of Tzeentch only) Sorcerer 
Lord (Mark of Tzeentch only), Daemon Princet (Mark of Tzeentch 
only) and Vilitch the Curseling. 
Beastmen: None. : ’ : oo: 
_ Daemons of Chaos: Daemon Princet (dedicated to Tzeentch 0 

and Lord of Change. se 

+ the rules and options for Daémon Princes differ somewhat between 
these two Army books. Which army list the model is from shouldbe 
noted as this will influence which units are considered Sworn Disciples. — 
Also, for the purpose of the... And Hell followed with Them special rule 
(see page 145), a Daemon Prince chosen from the Daemons of Chaos 
Army book counts as a daemonic leader for the horde. pe 


Special Rules ; : 
Sworn Disciples: All units either carrying the Mark of Tzeentch or _ 
dedicated to Tzeentch count as the Paragon’s Sworn Disciples. 

Ascendancy— Lord of the Eightfold Storm: While the Paragon of 
Change is in the ascendancy, all Wizards in the Chaos Host add +1 

-to their Casting rolls and all enemy Wizards suffer -1 to their rolls to 
Dispel. ‘ ; Thy 


Antagonists: Any unit dedicated to Nurgle or carrying the Mark of ae 


Nurgle in the Great Host army is counted as having the Antagonistic 
rule, regardless of the current tide of battle. ) 
THE PARAGON OF EXCESS © : 
A Paragon of Excess is dedicated to the service of Slaanesh, the 
Chaos god of depravity and licentiousness, their hordes despoiling 
and ravaging all before them with savage abandon. Those caughtin 
“the Chaos Host’s path must suffer a nightmarish wave of ecstasies ©" 
and torments that can snap mortal minds asunder. ~ 
A Paragon of Excess may be one of the following: - we 
Warriors of Chaos: Chaos Lord (Mark of Slaanesh only) Sorcerer ate 
Lord (Mark of Slaanesh only), Daemonirincet (Mark of Slaanesh 
only) and Prince Sigvald the Magnificent. _. ares k 
Beastmen: None. eee 3 
Daemons of Chaos: Daemon Princet (dedicated to Slaanesh only) 
and Keeper of Secrets. “ia 
t The rules and options for Daemon Princes differ somewhat between «— 
these two Army books. Which army list the model is from should be 
noted as this will influence which units are considered Sworn Disciples. 
” Abo, for the purpose of the... And Hell followed with Them special rule 
(see page 145), a Daemon Prince chosen from the Daemons of Chaes 
Army book counts asa daemonic leader for the horde. - 


+ 


Special Rules Pick Reet rca tet 
Ascendancy ~ Roiling Madness: Assailed by terrible v 

and unearthly desires, all enemy models suffer -1) 
sminimum of 1) in close combat, and u 
add +1 to their casting rolls.fo 
Sworn Disciples: All: 


caftying he 
having the 


be oe 4 > > 


os: Daemon Prince+ (dedicated to Nurgle only) 


a , for the purpose of the....And Hell followed with Them special rule 
Geile below), x Daemon Prince chosen from the Daemons ‘of Chaos Army 


Book counts 2s.a daemonic leader -for the horde. 
“special Rules > | 


~_ Sworn Disciples? All units either carrying the Mark of Nurgle Or 
| __ dedicated to Nurgle count as their Sworn Disciples. 


~ Sin ascendancy, the land is befouled and the skies darken with 
poisonous murk. All enemy units suffer -1 to their BS when shooting 

| attargets more than 12" away and spells cast from the Lore of Light 

© and Lore of Life suffer -D3 to their casting rolls. . 

Antagonists: Any unit dedicated to Tzeentch or carrying the 

@~ Markof Trcentch in the Great Host army is counted as having the 

| __ Antagonistic rule, regardless of the current Tide of Conguest. 


© THE PARAGON OF RUIN 
___ A Paragon of Ruin is dedicated to the triumph of Chaos as a whole, 


Tuin to the world in order to watch i burn. 
_ AParagon of Ruin may be one of the following: 
Warriors of Chaos: Chaos Lord (Unmarked); Sorcerer Lord 
(Unmarked), Daemon Princet+ (Unmarked) and Archaon the 
Everchosen. Sopot! 
_ Beastmen: Beastlord, Doombill and Great Bray-Shaman. 
; Daemons of Chaos: Daemon Princet (undedicated) 
t The rules and options for Daemon Princes differ somewhat between 


Bes these two Army books. Which army list the model is from should be 


+ equally concerned with their personal power or simply in bringing 


as this will ‘influence which units are considered Sworn Disciples, 

forthe purpose of the ..: And Hell | followed with Them special rule 
pposite), a Daemon Prince chosen from the Daemons of Chaos 

my book counts 4s 4 daemonic leader for the horde, 


isciples: All units from the Paragon's own Army book 
their Sworn Disciples unless they are either dedicated to a 


of Cofiquest rule), 
Despoiling Horde: When the Paragoniof Ruin 
infantryunits (and infantry units only, not 
mmand gain the Devastating Charge 
t alteady possess it. The range of the ~ 
esence is also increased to 18". 


5 a scmtaoom 
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© Ascendancy — Plague and Pestilence: While the Paragon of Decay 


_ ‘tather than the service of a particular god, although they might be as 


lar Chaos god (such as Plaguebearers, etc) or cafryinga Chaos _. 


\ 
; 


‘the following chart. The result applies until the Tide of Conque 


‘Antagonists: Units only suffer the Antagonistic rule if the 
Conquest goes against the army (see Scorn of Chaos rule be 
SHE SCORN OF CHAOS ©.” | een 
When the tide of battle goes against the Chaos Host, the alliances noes. 
they have made through blood-oaths, dark rites and the promise. 

of victory begin to break apart, and the Dark Gods themselves 
may intervent to show their displeasure. If the Tide of Cona t 
against them, at the start of the Chaos Host’s game turn roll 2 


worked out again, unless noted by a specific result, 
- 4 4 


2D6 Result: : Eats aaa 
2-4 Discord: All units in the Chaos Host fit corisidered see 
Sworn Disciples become Antagonistic. If there are no © 
such units in the Chaos Host, re-roll this resule, =, 
5-6 


_ Desertion: A single unit chosen by the enemy which 
is nota Sworn Disciple immediately breaks and flees» iy igial 
as if they had failed-a Panic test (note tharthis isnot» — * 

a Panic test as such, and any unit;which is nor cithera *_ 
Sworn Disciple or subject to the Unbreakable rale may ° ce? 
be affected). If there‘are no units cligible for thisin the . 27 
Chaos Host, re-roll this result, , iO ta 

7 Treachery: A single unit chosen by the enemy other than: 

the Paragon and any unitthey have joined turns traitor, © 

and may be controlled by the opposing army. In-the case 
of treacherous Wizards, the ehemy player's Dispel diceAre 
used as Power dice'for casting thcir spells, aovthe Power 
dice of the Chaos Host. The treacherous unit is unde? 

the control of the enemy until the Tide of Coriquest goes 

once more in the Chaos Host’s favour. If this happens, ~ 

any on-going combats immediately end and the units= 
involved reform. ; 


8-9 Death: A single unit chosen by the enemy other than 
**  ‘the-Paragon and any unit they have joined suffers 2D6 
automatic wounds (saves may be made as normal), If the 
chosen unit is a horde, it suffers 4D6 wounds instead. ; P 
10-12 


‘The Judgement of the Gods: The Chaos Host’s Paragon “ 
suffers D6 automatic wounds. No Armour Saves or Ward. etic. 
saves may be taken against these. 


r 


—— 


-..AND HELL FOLLOWED WITH THEM ; 
For Chaos’ mortal followers to be swept up in a Daemonic host ~ 
is a woeful and terrible thing, as Daemons care little on whose 
flesh and sanity on which they sup, and the laws of reality break 
down around them like melting wax. All non-daemonic units» 
in a Chaos Host led by a Paragon chosen from the Daemons of 
Chaos Army book gain the Immune to Psychology rule if they: :]\ ane 
did not already have it, but if this is the case they also suffer a -1 ba abe 
Leadership penalty. . Soap 
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. The feared warrior Theodore Bruckner serves as the Countess 
; ~ Emmanuelle of Nuin’s headsman and personal and judicial 
5 _champi6n — 2 role that exists to meet the ancient right of ttial 
ie ¥ by combat available to the Empire's aristocracy, except after the 
commission of the direst of crimes. This makes Bruckner, in effect, 
both the personification of bloody-handed justice in the city and 
death incamate tothe Countess’ politital enemies. A giant of a man, 
dour, ruthless anditaciturn, he towers head and shoulders over even 
: the sturdy folk of Wissenland who make up the majorityof Naln’s 
Sitizency, andar is of litele surprise that many tales haye grown up to 
: geurrouind him. Some storicsattribute his great size to sinister origins 
ca - in Norseay@arkdy tainted blood or even alchemical experimentation 
at the Couhtess’s behest. The truth however lies unknown, save to 
Bruckner himself and pechaps bis patron. He is famed as 2 Savage 
: oa Wand skilled (if unsubtic) fighter and most of all for his prodigious — 
‘Som6 Say inhuman — strength. Such is his physical power that during 
. his judicial duel with the noted swordsmen Lord Hanz Kraster, that 
. after Kraster by virtue of superior speed and technique had managed 
to disarm the hulking Bruckner, undeterred, the Champion of Nulz 


y Brappled his plate-armoured opponent, lifted him alof& and snapped 
g his back with his bare hands. 


~~ 
For Bruckner stich mystique as his mysterious origins and might 
JWiliee created serve him well, enhancing the reputation his bldody 
precord hs inspired. sowing fear and apprehension in those that 
Owould face him in combar or scheme and plot behind the Countess 
+” Emmanuelle’s back. Bruckner is however no general or war-leader, 
: and he has no talent or taste for such things, even if others would 
follow him= which is doubrful given the hatred his name engenders 
©. (amiid the burghers and lordly families of Nuln: Instead he is content 
pes ied to fight and kifl at his mistress’s command, and has lasted over a 
©. decade in his highly paid office, making him the longesr serving 
ao ; Champion of Nuln in living memory. + 


1s ia 


: ; > With the threat of Tamurkhan's host ravaging its way northward, 
Oe Bruckner rode our with Nuln’s army, as he had before, astride 
az} 


© the huge and near-uncontroliable Detmigryph ‘Reaper’ ~ itself 
= a freakishly large cxample Of its kifid taken from Nuln’s war- 
» Menagerie’ Ar the Counres:’ command, Bruckner had taken an 
Cath, sworn before the pfeat council of the city to slay Tamurkhan 
for his crimes land despoliations against Wissenland, and at his 
iMiistress’s insistence, he had taken with him a talisman from the 

and of the Wizard, Elspeth von Draken, to protect him from the 
gh powcrs of the enemy — a decision that would have fateful 


consequences as events unfolded. 
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—  Shebdore Syuckner. 
| The Hand of Pudsement, the Gitan beadiman, Chamyion of Nuln 
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Troop Type: Te 
Theodore Bruckner (Infantry, Special Character).& 
Mounted on Reaper the Demigryph (Monster). 


SPECIAL RULES (BRUCKNER) 
The Hand of Judgement ey oy ; 3 
Bruckner is the Jadicial Champion of Nuln and the Countess’ 
headsman — a figire hated and grudgingly respected in 
Measure. While a feared waftior, given his grim deméanour 
and single-minded-devotion to his craft; he is no leader of mem 
Asa result Bruckner cannot be the army’s General under any ri 
citcamistance, and so a force containinghim will need ro itelude "” 
another character to lead it. In any turn in which Bruckner fightsin 2 
Challenge, he has the Unbreakable rule , 


SPECIAL RULES (REAPER) o 

Terror, Large Target, Slashing Claws* (sce the Warhammer Fs A 

rulebook) Be 628 p 
“Armour Piercing attacks ~ Thunderstomp attacks are not fete: <S 

MAGIC ITEMS fe, “ee 
Liarsbane (Magic Weapon) 4 ge Ses Se 


Por centuries this long blade hasbeen used by the city’s hammpionee ~ 
in preference over the more traditional headsmani axe where thes 


# 

executioners duties are concerned with the great and powerful Gf Nula 
. . Wey a8 

Bruckner wields this mighty sword as easily asa lesser man wight 

4 rapier and a great many dissenters, renegades and the Countess’ 

political rivals have ‘found themselves ahead shorter at his hands. 


Rolls To Wound and To Hit with Liarsbane are made at +1. 


Stormlanice (Magic Weapon, One use) 

With a bladed tip crafted from meteoric iron and graven with the runes 

of the heavens, this lance strikes its target like a bolt of i lightning, both 

burning and blasting them. This weapon may be used once per game Za 
when Bruckner is conducting a charge while mounted on Reaper. 


The weapon counts in all respects as a lance, but in addition its 
attacks have the Killing Blow special mule. 


Baleflame Amulet (Talisman) 
Gifted to Bruckner by the Magisterix Elspeth von Draken to protect 
hitn from the foul sorceries of the oncoming horde, this black gem 


possessed powers unguessed at, and served the Magisterix’s own deadly 
schemes, 


The amulet provides Bruckner with a 5+ Ward save. In addition, 
if Bruckner is slain by a model in base contact, that model then 

immediately suffers D6 wounds, with no armour saving throw or 
regencration possible. This attack has no effect if Bruckner is slainin. 9 
any other circumstances, Fs 


Theodore Bruckner is a L. 


ord choice in an Empire army = 


Castellan- Engineer Fubal Falk 
& the Nuln Frinsides 


Nuln, as one of the greatest cities:‘of the Old World and formerly 
the capital of the Empire in times past, is'rich in history, wealth and 
power, and possesses many lauded institutions famed far and wide. 
One of the greatest of these in Nuln’s case is the Imperial Gunnery 

School, a College of Engincers rivalled in the Empire only by that 

of Altdorf, as well as the largest and most productive blackpowder 
works and cannon-foundries anywhere west of the Worlds Edge 
Mountains, save perhaps for those hidden in the deep Dwarf holds. 
Apprentices and military men from across the Empire and beyond 
are drawn to study at the Gunnery School, while the weapons and 
branded powder kegs that pour out from it are traded across the 
world, and have long beerra keystone of Nuln’s wealth and economy. 


What is perhaps less well known is that the Gunnety Schoolalso ~~ \ 
maintains its own force at arms — the ‘Tron Comipanies’—who - 

serve both as part of the standing armies of Nuln itself by ancient 

treaty with the line of Electors, and also are active in the defence of 
Wissenland as well as standing guard on the famous artillery trains 

of Nuln in service of the wider Empire. 


Most numerous of these are the Ironsides, regiments of handgunne; 
made up from the apprentices and retainers of the School, who are 
fitted out in a panoply of black-enabled iron plate armour reflecti 
the wealth and status of their patrons. The current field commander 
of the Ironsides is Jubal Falk, an engineer with a flair for tactical 


Ts 


i Gye ed 
“Al ‘ . : 


matters who many sce as a rising star and future Guildmaster of 
the school. Born a cooper’s son on the river wharfs of Nuln, Falk’s 
natural talents and dogged enforcement of discipline have seen 
him rise rapidly in the ranks of the Ironsides, and he is respected 
by those under him both for his skills aSa military engineer and as 
an honourable mah ifone notoridusly unforgiving of slackness or 


me MY, ‘ a 

a seasoned soldier at the time of the Chaos atsault of 

*Tamurkhan’s host, Falk held command of the muster of the Ironsides 
at‘Crow’s Levee andl was instrumental in holding the line against the 


. Troop Type: 


; “> {infantry, Special Character) 
SPECIAL RULES 


‘ ‘The Nuln Ironsides st 

mS This regiment is drawn from the guards and apprehtices of rhe 

famous Imperial Gunnery School of Nuln, and are some of the 

most widely respected and well equipped Handgunner regiments in 

the Empire: In order ro represent this, if you have Jubal Falk, their 

) Suiteat commander, in your army, then you may chdaseto upgrade 
any regiments of Handgunners in your army to be Ironsides at +2 

®) Points per model, upgrading them to wear heavy armour (this must - 

« be suitably modelled). 


pny Ironsides Handeunner unit that contains Jubal Falk may re-roll 
ating to hit rolls of 1’ with its handguns. Note that this does not 


er, and all the ‘nornfal rules for this in the Empire 


Dolgan cavalry charge during the Chaos vanguard’s attack on the > 


first day of the great battle. Here the Ironsides’ steady, disciplined = 
fire raked the marauder onslaught before they could crash into'the =} . : 
line, weakening them fatally and blunting their heedless chargé. "2S aes 

which otherwise might have collapsed the Empire flank completely 
Jubal Falk was wounded in the battle by an axe-blow, buedespite ey 
injury continued in command, and is said to have personally slain = 
Chaos sorcerer with his Hochland Long Rifle, blasting the creature's . 
distorted head clean from its shoulders mid-spell using specialised 
alchemically-forged shot taken from the secret vaules of the Imperial» 
Gunnery School. Ae | alae 


MAGIC ITEMS ‘ay 
Mercurial Shot (Magic Weapon, One Use) “gaa 
Made from a special hollow bullet filled with alchemical tétriol, this 


bullet shatters on contact and can bring down even the most inhuman ; 
target. : ie 


This is a one use attack which is used in conjunction with Falk's 

Hochland Long Rifle (with all its usual rulés applying). The player , 
must declare its‘use before rolling to hit. If it sttikes the target, it hits 
with Strength 6, Armour piercing and Multiple Wounds (2)-1fthe:. 


shot misses, it is wasted, 


~ 
? 


Castellan-Engineer Jubal Falk'ts a Hero choice ian 


| WIIMY. , 


lagisterix Elsp 


Wizard if iehncthi Order, the 


For three generations the name of Elspeth yon Draken, Magisterix 
of the Amethyst College and arch-wizard of the Lore of Death, 
has been ro of in hushed tones in the reeking tavern gutters 
and vaulted noble halls of Nuln alike. And for three generations 
her lonely, b lackened tower has stood at the edge of the Gardens of 
Morr on the outskirts of the great city, and stories of the ‘Graveyard 
Rose’ have been used to frighten recalcitrant children home before 
nightfall lest ‘the dark lady snatch them up!’ Yet despite these stories 
“few have ever paused to think what exactly the admitted presence 
of von Draken in the city actually s, and fewer yet could guess 
. at her true power or influence, Furthermore the few foolhar 
of her relationship to 
wetning g powers of Nuln or too fanatically sure of their own 
snes to care, who have Sa to delve pe into her 


Ad) 


' 2a) Mpa Pd ft ie? f > 
Liay of Nuln, the Graveyard Rose See 


The truth is that Elspeth von Draken is but o As 

touched by the winds of magic, a bloodline'that has produc 

both monsters and saviours in its time. She is also one ¢ of 
powerful Amethyst wizards of the age, but one o'will have li ie 
to do with the daily machinations or power-politics of the Imp 
Colleges of Magic in which she was once ‘studene: and still in theor 
holds fealty (for which many within its ranks are profoun 
grateful), and with whom she now Sits in an uneasy ‘truc 

she is an obsessive experimenter’and mystic who goes s where 
and has collected and collated a storehouse of mystical cea 
lore which she guste jealous and has become oe 

ul 

who w nispiée sheis r longer human at all a theory p F 

credence by her almost spectral, pallid aspect, bila s remaii 
unchanged for decades. 


ee 
th) Bae & 


he lower River Sol and demanding a bloody tribute in young 
the Vampire Vashara of Lamia who had sought’to.corrupt 
¢ Jaegersbruk family of Pfeildorf and turn the atyinto a 
realm of undeath. While Elspeth von Draken continues 
yconceritherself with her own affairs, and stand as'a protector . 

= Empire, Gelt must do n6 more than watch, but there-are 
eneath him in the hierarchy of Wizards who fear that Gele’s 
| of the powerful von Draken may yet provoke a deadly 


» evouring whole \ 


| Pe lathes inning xyihe osha aii to 


© mect Tamurkhan in the open field of battle, and such was the fear 


—_ 


» that came with Elspeth von Draken’s presence that few gainsaid her 
> Acspite the cost the strategy entailed in lands, livestock and human 
»_ life..On the seventh day of the grear battle, when Tamurkhan sought 
ed ‘To raise up 2 great and nightmarish ritual to appease his dark god and 
‘brought forch an unholy tide of Daemons to a k the city, Elspeth 


‘wroth unleashed al-consuming blasts of amaranthine lighting 
» While her magical power contested with the might of the Servants 
Be ofDecay, After the battle, those tharsaw her claimed she had faded: 
= © teno more than ar-insubstantial shadow from her trials, and ir 
© Was years afterwards before st € Was seen abroad again, her paleand 
= Youthful aspect restored once more. ie 


4 Wizard who uses the Lore of Death. 


"SPECIAL RULES (ELSPETH 
Est 


murder the sillair. Ie was her council that the CouncessEmmmancelle =" 


on Draken took to batele aback a Carmine Dragon. The dragon's. _ 


¥ . 


form. She is Immune to Psychology 
against her are at -1, Unfortunately, 


. ‘ 5 ve 7 " . 5 
Loremaster (Lore of Death) see the Warbammer rulebook.’ ala 


SPECIAL RULES (THE CARMINE DRAGON) ~ 
_ Terror, Large Target, Fly and Scaly Skin (2+) scé the 
tulebook. : . aN 
Coruscating Blast MOLY ci SA a, 
» The Carmine Dragon’s breath weapon is a sorcetous blast of © = - 5 ook 
powerful Amethyst magic capable of withering metal and rendering“. g 
« flesh to dust as if millennia had 


» -MAGIC ITEMS Nae! ’ 
The Pale Scythe (Magic Weapon) 
A pale scythe more made of shadow than substance, this weaponsaid to 
_ be of Elspeth’s own making is attuned to the power of Shyish, the wind ~~ 
of death, focusing and concentrating it to her will. BSA 


tay 


This weapon has the Killing Blow special nule, and as a focus for “eg 
deathly energies it adds +1 to Elspeth yon Draken’s dispelling rolls. «377 


This hourglass is an ancient and storied artefact, it is said to contain Pie a 
4s its measuring sand the dusty remnants of a dead god of old, and. es x 
Van Draken has spent much of her unnaturally long life studying its Pte x F 
mysteries. With it she has perfected some limited meatire of control over 
time and ueath itself, ; 


Death’s T imekeeper a 


Once per player turn Elspeth von Draken’s player can re-roll a single; oe 
dice of their choice concerning her or the Carmine Dragon (thiscan 
include attacks, saving throws, magic dice and the Artillery dice used 

to determine the Carmine Dragon's Coruscating blast ifdesired). 55 
If this re-roll is not used, at the end of her playet’s turn Elspeth von . 2, 
Draken may recover a wound previously lost in the game. 


Elspeth von Draken is a Lord choice in an Empire army. 


————— 


One of the wealthiest cities in the Old World, a nexus for trade 


and crosstoads for many lands, such is Marie erg’s wealth that 


» _ inthe year 2429 by Imperial reckoning, it effectively ‘bought’ its 


| ey 


ee. 


" secession and independence from the Empire by a vast transfer of 


+ gold into the Imperial coffers, its merchant-lords having grown 


tired of the factious wars and intrigues ofthe Imperial state ahd 
their effect on the only thing they cared for — the pursuit of profit. 
This independence, hard schemed for aid defended many times 
with blood both against outside forces and from within as yell 
those in the Empire who would see it undone, has: beenithe maki 
‘ of Marienberg’s power, which stands great an itevérhas, bur 
~has also proyed in some circumstances to be atwo-e ged.sw 


. Dhe'‘M avienbers’ Class Land Battle 


, The Wonder tf the Ase 


5 
; fe : au UES 
particularly in military terms. Without the y st manpo 


veteran men-at-arms the Empire can call upon, Marien’ 

- Pri c ey SIO 
been forced to ‘buy’ its way out of trouble, and its merchant guilds 
have long learned to rely upon mercenary forces and even privat eers 
to supplement their own small standing armies and retainers when 
the need has arisen,which has been often. In particular, allie, troops 
a . PAA . 
from the Empire, itsformer realm and largest trading partner have 
sometimes proyed,thin on the ground in recent years when agrear.- 


threat has come to endanger Marienberg and the Empire bothIn ; 


particular clite Imperial units haveiproyed an exorbitant exper 
hire, leaving the security of Marienberg vulnerable. 


ea "2 Dae .')) Yer 
7 >) 2s See PARES Fe papel 
ie ra Se YS j 


casein point has been the legendarily powerful and extremely 
rare Empire Steam Tank, examples of which have been ‘loaned’ in 
the past at bank-breaking cost (under close Imperial supervision of 
>> ©. <course) and had proved unavailable to purchase outright at any cost. 
~~ The genius behind the Steam Tank is all but unreplicable at any.rate, 
. + and such secrets as known by the Imperial Engineers guarded upon 
; 4 ® pain of death, So, in recent years, with ever increasing threats to their 
| | .Gity-state growing all around them, the guild-masters of Marienberg 

; Sought to do what they had always done and spend their way out of 
“the problem, and as they could not buy a Steam Tank, they would 
_ Cdnimission something better! Wary of the political ramifications, 

~ the Imperial School OF Engincers at Altdorf would have nothing to 
‘ do with the contract, while the Dwarfs merely scorned Such human 
| folly. To a cabal of engineers at the Imperial Gunnery School of Nuln 
. » however the proposition and the vast sums of money offered proved 
. irresistible, and with the Countess Emmanuelle’s tacit approval (and 


ai 


into a secret bargain’with the Marienbergers to build them ‘Steam 
Tanks"-of their own. There was one problem with this — they didn’t 
‘know how to. 


4 


There were countless disasters at the prototype stage aid the whole 
project became known as the ‘coffin filler’ by the young apprentices 
attached to it in dread.Steam boilers such as they could construct 
couldn't be made small enough and retain the necessary power 
‘ without becoming dangerously unstable, hull mounted ordnance 
proyed just as likely to smash the machine to pieces when-fired, 
and the whole thing had a tendency to fall apart when-the smallest 
change in direction was attempted. Justly are the forges of the 
~ Imperial Gunnery School famed for craftsmanship and productivity- 
. but nor for innovation, and with eyery delay and cost overrun, the 
- Engineers found themselves agreeing to more and more concessions 
from the hard-bargaining Marienbergers in return —“yes,.it would 
be able to navigate the wetlands of the Cursed Marshes’, “yes, 
it could be crewed by Marienberg troops rather than dedicated 
engineers,’ while the costs kept spiralling and still with no working 
war machine in sight. As the delay turned into years, the Merchant- 
lords of Marienberg began to suspect they'd been had and their 
monies disappeared as.if tossed dowfi a privy, and dark rumblings 
of a vengeful trade war were in the offing which Nuln could little 


_building and some ‘inspired? innovations by Gutemiann,; The end | 


~ no doubt réasons of her own beyond a cut of the price), they entered” 


_ Official title) bad been completed, with # 


of the ‘fleet* back to Marienberg upon completion, The Courités.. 


» ‘ Pia Mine: 
afford. It was then that one of the more unstable of the Gunnety EN Pate 
School Engincers,.a man named Hezekiah Guttmann (known less A} 
than affectionately as the ‘burnt scarecrow’ to his fellows), had an Bhs 
épiphany. If they could not construct a small, powerful boilersuch 
as the Steam Tank had, why bother? Why not use a larger, crudér 
one instead and the machine could be scaled up accordingly, and 14% 
conyersely the cannon could be rade smaller, andas for the rest OF =e) 
the demands,/they would appeal to the Marienburgers’ vanity ~ the Ke 
machine would take the shape of a boat (or as it transpired at least 
a caricature ofa boat), after all, they liked boats didthey not? Once, 
seized upon by the desperate Engineers, this plan, as crazed adit Wire) 
might have been, took hold very rapidly and inva remarkably short» 
time a prototype was assembled hybridizing steam power, boat Bb nee 


product looked mote like a grotesquely-sized theatrical prop than. 
either a ship of war or a Steam Tank, and was a pretty shameful 
imitation of either, but somehow it worked — well, mostly! The 
Provost-marshal of the Imperial Gunnery School proclaimed 
them “The Wonder of the Age”upon announcing their success to’ 
the Countess Emmanuelle and the Marienberg legation, and even 
managed to keep a straight face while doing so. The Engineers’ relief 
at the acceptance of the design turned to something resembling - 
panic however when the Marienbergers ordered not one or two, » o 
but a Squadron of ten, and the functioning prototype proved less 
than easy to successfully replicate and-the project continued to ‘fill 
coffins’ apace. 
. 7 

Three ‘Marienberg’ Class Land Battle bi bive themtheir, pe 

fourth df the way, when 
‘Tamurkhan’s horde darkened Wissenland’s horizon. The Merchant we 
‘Lords of Marienbérg had altéa dy madéfo secure their investmént ; 
by movifiga number of heavy barges*atid a sizable guard of veteran 
mercéharies, the infamous Manann’s Blades, to escort the fifspipart 


Emmanuelle swiftly demanded the use of thesé ‘wonder weapons’ in, 

defence of the city, and che Marienbergers were happy to oblige — for omy | 

the right price! eae 
2S 


Te 


M WS BS 
Land Ship ; 5 - 
Crew ce Piela caps) 
"See Special Rules 


Troop Type: 
Unique unit 


‘SPECIAL RULES | 


The Wonder of the Age 
Unbreakable, Fear and Impact Hits (D6) see the Warhammer 


Something of a poor imitation ofa atrue | 


rulebook. sophistication, the Land Ship does at least | 
in its favour — from its bulky armoured rd 
‘Culverin its oversized, life-threatening boiler and a | steerage 1 7 
‘This is a type of light cannon, installed in the prow of the Land can only be described as the fruits of an unhinged. 
‘Ship after the inclusion of larger ordnance proved disastrous. The the Land Ship is an insane sight, almost a mobile f 
_ Culverin is treated exactly as a standard Cannon (see page 112 of towering over the battlefield, discharging i its thundero 
the Warhammer rulebook) that fires directly ahead, except that it crushing the enemy underfoot while its crew. 
is Strength 7 when firing normally and its gtapeshot attack is only high on the deck above.- That is when it works, aid they 


ee 3. Otherwise all the normal rules for Cannon apply. fall off, or the boiler explodes, or the magazine catches fre. ; 


The ‘land Ship may still move and fire the Culverin, and may even The Land Ship uses the same general ailsee as a Chao cxepe : 


fire it if engaged in combat contrary to the usual rules (but can only noted in the following section: 
nominate a target point in the unit in base contact with the ship's i : 
_ front). Ifthe weapon is destroyed by a Misfire result, the Land Ship Moving the Land Ship: The Land Ship, lacking aryl tag el 
also immediately suffers D3 Wounds with no Armour save or Ward + control of a Steam Tank, has two modes of movement: slow power 
save possible. ” and full power. The player must declare which they are "aang hae 


the Land Ship is moved each turn, 


ES Fusillade ; : 
} ig The deck crew, along with the complex operation of piloting the ship Measure all move distances for the Land Ship fdas che fm ee ae 
= _ anid avoiding imminent catastrophes such as it toppling over or the its wheels. 
BS _ boiler exploding, do their best in battle to let fly witha wide number ; 
a of sweepers, deck pistols and handguns laid on and loaded for the _ Slow The Land Ship may moye up to6" disecaly was oa 
eo purpose. In addition to firing the Culyerin, each Shooting phase the without penalty or risk, but may not charge. ; 
Land Ship can fire a fusillade at a single target in any direction (this Full Power The player may pivot the Land-Shipin any dives 
does not need to be the same target at which the ship's Culverin is * in its front arc’and roll 2D6 for the distance‘ir : 
y firing). This generates D6 shots that use the following profile: : travels. The first unit contacted by it counts as having 
Sy ; es, . _ charged (friendly units suffer impact hits but no 
ge “Range Strength _ Special Rules “combat is actually fought). However, ifa double 1 
=~ Fusillade 18" 4 Armour Piercing double 6 is rolled, something has gone disastrously 
wrong. Roll immediately on the Land cs Cole 
Unlike the Culverin, the Fusillade cannor be used if the Land Ship is chart and ye the result. 


engaged in combat ~ the deck crew are too busy repelling boarders! 
t 


A Marioberg OD Ship is pperee ee Empire army. 


"The Land Ship Calamity Chart 


‘ D6 Result q 
ees | _ 1. “Abandon Ship! With an appalling cracking sound, the main.axles snap, spars shatter and oe wheels are ae dongs 
: / -__ the ship unceremoniously to the ground in an almighty crash. The Land Ship is destroyed but is left on the table as an araak 
dangerous tertain. Any unit in base contact when this happens suffers D6 Strength 8 hits. ; . ‘ 


23 Areregh! The boiler backfires, sending the Land Ship hurtling forward. The ship moves the rolled distanceand an additional >. 
D6" as well as ‘suffering D3 wounds with no Armour save or Ward saves allowed. 
_ All hands to the Wheel! The Land Ship slews perilously out of control. Roll a Scatter diceand move ee a the deans cS 
_ rolled in the direction shown on the dice, Ifa ‘hit’ is rolled, the crew manage to drop the emergency anchor and the Land [7 Re 
~ remains stationary. 
5 Boom! Between the ovenpisamidsed boiler and the powder magazine, the Land Ship explodes in a spectacular fireball. 
“> Everything within D6" of the Land shige hull suffers a Strength 6 hit and the Land ps is destroyed and removed play. 


ie ‘The Land Ship in Combat: The Land Ship inflicts impact hits j just asa Chariot when it charges. “Iflocked: in combat i it shay inflice RG 
_ Thunderstomp attack against a single enemy unit on each of its own player turn as its ‘engine’ ‘gtinds it forward. In addition the crew SY 3 
“green D6 attacks of their own cach round using the profile shown faeagtally pees down sas ge vy eerie \ 


oleae Ship is a massive, iipaietse i ingdersd lana 

} not entirely germane to its continued function. Its high Wounds value represents 
¢ structure or kill off the crew. This difficulty in inflicting telling damage is also ng 
Wa er aa ne When Sie asta Tae i bo a n 


bri bi lh inl a 
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Pirate, mercenary, smuggler, gallows thief and renowned blackguard, 
Captain Edvard Van Der Kraal has been many things in his life, 
almost all of them disreputable. He has escaped death a great many 
times over the years, fought against che dark-mist kindred of the 


© Gursed Marches and lived, raided the Norsean Coast with fire 


_and sword and it is said even survived shipwreck on the infamous 


Vampire Coast of Lustria and somchow returned to tell the tale, 
Many of these stories and scores more like them that dog his heels 


may be no more than tall tales and tavern gossip, but what is certain 


- is that Van Der Kraal'is a hard man toéross and a born survivor, 


albeit his adventures have left him grizzled, scarted and maimed, 
but only a fool would think him slowed down any by his injuries. 
Although a blackthearted cutthroat of the first order, he is also 

; ngtoriously a man of his word, which makes him fare indeed and 


. sought after as a mercenary. For Van Der Kraal, a contract signed is” 


an oath inblood never to be broken by either party except upon pain 
of deadly vengeance 'and as more than one treacherous employer has 


» folind to their cost, the Captain is a hard man to kill and one who 


makes an art form of revenge when riled. 


Marienberg is Captain Van Der Kraal’s home port, and in recent 
years he has commanded ’a mercenary company of dark repute that . 
goes by the name of Manann’s Blades, named for the quixotic and 
violent sea god of the Empire. This troop of hired killers, cutthroats 
and brigands are as at home on the battlefields of the Old World as 
they are serying as marines on privateer ships out on raids of plunder 
along the Sartosan coast. Under Van Der Ktaal’s command, the 


~ Manann's Blades have gained a reputation as dark as their captain. 
. At the time of Tamurkhan’s invasion, the Blades had taken the rather 
- unusual job of guarding Marienberg’s “investment” in the shape 


of the prototype Land Ship war machines they had commissioned 
from Nuln’s famous Gunnery School. Along with these machines, 
Manann’s Blades were drawn into the heart of the battle against 
the horde. ¢ ; 


a 
“ MWS BS'iS “TW. 1 A“ La 
/ Captain Van DerKraal 4 6 4- 4 Bp 2s <5 3.059 


Troop Type 


* (Infantry, Special Character) 


SPECIAL RULES 

Manann’s Bladés 

Van Der Kraal is the dreaded field commander of the infamous 
Blades of Manann, a powerful mercenary regiment owned and 
operated via intermediaries of the shadowy Merchant Lords of 
Marienberg. This gang of disrepurable cutthroats and villains have 
seldom sold their blades for gold in the Empire, and it is doubtful 


_ any but one $0 feared (and as borna survivor) as Van Der Kraal 
could keep them in check. The core of the Blades is made up of a 
_ «band of skilled swordsmen, marines and brigands without honour or 
quarter, around which other milicant sear-scum, free companies and 
j outlawsgather. 9” 


- # 


Captain Shvird Vin Der Kanal & Manann's Blades | 


ae / 


In order to represent the Manann’s Blades, a single unit OF tT ae 
Swordsmen in your Empire army may be given the Sea Bride’ nt eee ae 
Standard for +50 points. This unit must be bought a full command 
group and may not be a detachment, but may have detachments of ~~ 


its own as normal. Van Der Kraal must begin the game as part of 


5 + A eee 
this unit ~ the better to keep an eye on them! In addition, whilehe . 5g 


remains part of this unit, both he and they are Stubborn (see the 


‘Warhammer rulebook for details), Note that this only counts for 5 


units chosen as Manann’s Blades, 


t 5) ee 


Dirty Fighter : : t ine 


Van. Der Kraal may always parry in combat as if he were équlipped fe 
with a sword and shield, and in addition, at the end of any round of - ~~ 


combat he is in (and survives), and after all other blows have-been 
struck, he may make an additional single attack with the Killing 
Blow tule against a model of his choice in base contact. 


Hard to Kill ; a 
Some say he’s a witch’s get with a devil’s luck, some that Manann 
himself won't let Van Der Kraal die until-the Lord of the Deeps. 
himself takes Van Der Kraal toa watery and wéll-deserved grave, 
while still others say that he’s just too mean to die. In any casé he 
has survived calamities and wounds uncounted, although he’s lost a 
few bits and pieces of himself along the way! Van Der Kraal has the 
Regeneration (5+) rule and is immune t6 the particular effects. of ~ 
Killing Blow, 


f HE 


MAGIC ITEMS , 

‘The Sea Bride Standard (Magic Banner) \ } ig 
Known by some less favourable names in the ranks, the Sea Bride 
standard contains an effigy of one of Manann’s mer-brides, fearsome 
she-beasts that imperil the unwary and drag them into the sea to drown 
them th its depths. When the smell of blood reaches the banner, it ~ 
screams and wails in an unholy and thoroughly disconcerting fashion, 
exhorting those that fight beneath it to cruelty and bloodlust. 


‘The unit carrying the banner causes fear and adds +1 to the distance 
rolled when pursuing an enemy. 


Captain Edvard Van Der Kraal is a Hero choice in an Empire 
army. , ; 
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srcenary commander, and in recen r years, self-made 
Lietpold ‘the Black’ as Heesahinelr (although 
Ee plementary epithets have been commonly 
applied by former allies and tavern balladeers alike), is a warrior 
whose actions have earned him not oplya petty kingdom but: 
|. also a place in popular folklore for his exploits of bloodshed and 
¥, * ‘treachery: Asa man, Lierpold’s flaws are both many and infamous = 
Ashe is vain, arrogant, vicious, paranoid, false and cruel to name but 
afew. But even those he has wronged or betrayed would concede 
both his skill-at-arms and scorn of danger, as well as his innate 
i's mastery of battlefield tactics, the combination of which has led 
e Urohim to victory on bactlefields as far apart as the scorching Estalian 
Plain and the frigid steppe of northern Kislev, If theté is one factor 
that has governed Lietpold’s life and career as a mercenary above 
» even his vanity and pride, it is his avarice — for gold has always 
»b€en his one truc master. As such there have been timés when he 
~~ and hisfortes have turned upon one employer mercilessly when 
an enemy has made ‘him a better offer, and other occasions when 
the chance to plunder a foe's baggage train while leaving allies still 
> fighting, or to fall upon a defenceless settlement amidst.a wider 
A War without orders and uncaring of its allegiance, has béen taken 
without a second thought. ; 


Such behaviour wins a commander few long term allies and fewer 
friends, even among those who liye and dic in the sell-sword¢ 
trade. As such, Lietpold’s forces often comprise the worst scum 
and barrlefield detritus the Old World has to offer - wanred men, 
‘ murderers and tenegades willing to follow even so ill réputed a 
* ~~. general as he, as there are few others, even among the many Free 
© ~ Companies of the Empire that would take such malcontents and 
© villains in. Over the years the list of Lietpold’s enemies (many 
former paymasters included) has grown long, and no hall or house 
inthe Empire has proved safe for him and so he turned his sights 
= onusurping the crown of the petty kingdom of Raven Barrow in 
the Border Princes over the Black Mountains to the south of the 


~ Empire. For a dozen years he ruled, as bloody-handed a tyrant as the 
/. Border Princes had ever seen, his hubris swelling to the point where 
he even began to claim to be bastard-blood to the line of Karl Franz 
« and fealty from the lands around him. All this however 
me to nought when Tamurkhan's host came from the cast and 
swept away Lictpold’s petty realm like the tide’ crumbles a castle 

lade of sand. Defeated and driyen before the Chaos horde, Lietpold 
fat remained of his army fled through Black Fire Pass and to 
Is of the Empire beyond, bringing warning of the horrors to 


- Lieepold and any unit he has joined gain the Extra Kecack-rule on 4 


- Inaddition, no Grand Master, Warrior Priest of any kind, Steam 
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SPECIAL RULES © aaa 
Blessings of Lethe , aes ys 
Lietpold has spent a fortune on spells and enchantments, sourced vo 
ftom the most dubious and sinister practitioners, and cast them _ 
about his person to further his life, maintain his youth and. rote 
him from harm ~ no matter the cost, Such is the pre 8 bi 
of these magics however he risks agony and insanity if they ile 
Lietpold has 4 3+ Ward save, but should he fail this save, then 
Lietpold’s player's next turn onward the magic is disrupted; the save 
no longer applies and Lietpold suffers a -2 penalty tosis Toughness: 
and Leadership characteristics, : 4 Fhe 


$ 
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Murderous Charge 


the turn they charge. This does not apply to cavalry mounts, © 
Dark Renown 4 Ee fig iy aa 

Lictpold’s reputation is as a merciless and skilled general, as ruthless v% 
to those that fail him as he is to his enemy andhe surfounds himself, 
with bloody-handed men who will stop at nothing to achieve 4” fi 
victory. But with a string of massacres and dark tales of contracts 
fulfilled for terrible and secret masters at his back, there are those 
that would rather see Lietpold’burned at the stake than employed as 


a general in the armies of the Empire, 
Lietpold must be the General of any army in which he is included, _ 


Tanks, the Emperor Karl Franz-or any named Elector Cote maybe 
included in the army, ; 


An army led by Lietpold can take a single Core choice unit chdésen * 
from between the Bretonnia, Ogre Kingdoms or Dwarfs Army bodks, 
representing renegades, outcasts and ner’do wells found in the 
Border Princes acting as mercenaries, These may not form part of 
the army’s minimum Core units which must still be chosen from the 
Empire Army book. 


An Empire army led by Lictpold is treated as a Non-Aligned force if * 7 
used as an Allied Army (even to other Empire armies), See page 136 
onwards ofthe Warhammer rulebook for details, 


Immune to Psychology (sce the Warhammer rulebook), 5 


MAGIC ITEMS ; 
Gore Prow 

It is said by some that Gove Prow was plundered from an ancient 
barrow in the Border Princes and others whisper it was given in 
payment to Lietpold by a dark master for a fell deed done, This black- 
bladed sword burns and smoulders when it spills blood and darts in ils 
wielder’s hand like shadowed lightning. 


Gore Prow has the Multiple Wounds (D3) special rule and grants ‘ 
Lietpold the Always Strikes First rule on the first round of any 
particular combat only, 


Lietpold the Black és a Lord chotce ‘for an Empire army, . ; 


t 


Theodore Bruckner 
Nethaadore Bruckner 
Reape 


5 
~e Liarsbane 
_ © Stormlance- 
-e Baleflame Amulet 
- Full Plate Armour 
© Pistol . 
ae: 
“Mount — 
~e Reaper 
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Special Rules (Bruckner) 

e The Hand of Judgement 

Special Rules (Reaper) 

e Terror 

° _ Large Target 

° - Slashing Claws — Armour 
Piercing attacks* 


*“Thunderstomp attacks are 
not affected. 


~ Lietpold the Black 


Lictnold 
Warhorse 


Equipment _ 

e Full Plate Armour 
® Shield 

e Gore Prow 
Mount 

« Barded Warhorse’. 
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Special Rules ~ 


~e Blessings of Lethe 


e Murderous Charge 
e Dark Renown se = 
e Immune to Psychology 


A Id Troop ‘Type 
Seas) Cavalry (Special Chancery 
Tevet 


3 _Cavalry (Special Character) 


Note 
e If Lietpoldi ischosen then he must be your army's ence and: 
army’s composition (see page 159 for dea 


Lietpold the Black is a Lord choice for an Empire army. 
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: Equipment ; 


e Heavy Armour | ae 
e Hand Weapon — 
° Brace of Pistols . 
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POncon 
° Rag unit of Swordsmen may | be bought the’ Sea Bride 


oe Scaly Skin(24) 
_¢ Coruscating Blasts 


igs Bisel on . iy Fae 
_ Castellan-Engineer Jubal Falk & the Nuln Ironsides 
. VS Sa _ .M°- WS BS. S 2 Ww ease: Ty ' Troop Type — 
ib SEES aa Lh Bear 2 3. (Infantry, Special Character) 


_ Equipment : ; 7 SaaS Le ; Rrra 
e Heavy Armour Castellan-Engineer Jubal Falk is a Hero choice in.an Empire army. j 
e Hand Weapon 5... | ea Was tare Cees Fae ts 
« Pistol ’ : ; 
Hochland Long Rifle 
¢ Mercurial Shot 
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arienberg’ Class Land Battle Ship (The Wonder OF the Age) 


eek aMWSBS S° To Ww LA ta _. -Troop Type 
ee © 4 2 SAS SS ONE SUS ben ea Unique unit - 
af pay oe = = DG g 
* See Special Rules: Wonder of the Age 


aie _ Special Rules _ 
‘Bie © Unbreakable 
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dhe history of the Chaos Dwarfs — the Dawi Zharr or ‘Uzkul- 
Dhrath-Zharr as they refer to themselves in their corrupted tongue, 
Ss is an-ancient and terrible one. It is a saga of a great and hardy people 
swhose nobility would become watped into utter malice, and whose 
» sstubborn refusal to die would lead them down a dark and bitter path 
17t0 damnation. ; 
thy Las y 
2) =) BHESHADOWED PAST : 
a ae of the Chaos Dwarfs betins many thousands of years 
ie agoiditri sthe’fteat Expansion of the Dwarf race Horthwards, long 
ai befOte the rise'of Man. The Dwarfs, cleaving tothose lands where 
‘metal and gems could be found, and firm rock could be delved, 
Principally followed the track of what is now. known as the Worlds 
) > Edge Mountains. Here theyexcavated and expanded an under- 
“Se, tealin ofimighty subterrattean fortress-cities linked by cotintless 
“iniles of mine workings and passageways. Eventually this slow 
but Steady expansion led one group of Dwarfs to the uplands in 
the far nesth of the Worlds Edge Mountains range they came to 
Know as the “Zorn Uzkul’ or the “Great Skull Land’ —avast and 
_ inhospizable plateau where the air was frigid and thin; and the dusty 
ground littered with the wind-scoured bones'of the ancient dead. 
The mineral wealth was rich here, but the earth and stone to some 
seemed tainted and unclean. Many Dwarfs calledithe place accursed 
and turned aside from it, either tetreating to the mostestablished 
¥ y holds, or, if ofmore adventurous character, choosing to strike out 
» into far Norsca or tindertake the journey first east and south to the 
tich lodes recently discovered in the Mountains of Mourn. Some 


he Chass Duar - 


ae 


however, refusing to be baulked, chose toremain in the Great Skull = 
Land come what may. At first these distant Dwarf kindreds retained 
close ties of kinship and trade, but as the world darkened'and foul > 
things crawled from its depths to sunder the Dwarf under-tealm,” = 4 
contact between the far flung Dwarf holds became erratic and - 
infrequent, as each looked to their own’survival and‘defence. When 
the Great Time of Chaos descended to sunder the world, these most 
forlorn of Dwarf kingdoms were lost forever to their kinfolk in the 

Worlds Edge Mountains, and given up for dead asa tide of horror 

spilled across the land. The Dwarfs of the West could not have been 

more mistaken, for the ravages of Chaos did not destroy the hardy, 
determined Dwarfs of Zorn Uzkul, but instead worked a dreadful 
change upon them. 


It.is impossible to say with any certainty exactly when the Dwarfs of 
the East became the malevolent entities now known as the Chaos 
Dwarfs, as the changes wrought to their bodies and spirits were slow 
and inexorable. Not even they themselves know the full saga of the 
dark times of their origins, save for that they were almost utterly 
destroyed, and it was only by their stubborn refusal to surrender 

in the face of unspeakable horror and death that they endured — 
endured and came to know a new patron god, Hashut, Father of 
Darkness. Slowly they began to increase again in number and restore 


themselves in power and.dark majesty, now barely recognisable from 
what they had been before. 


The Dwarf race is unusually resilient to the warping influence of 
Chaos — a reflection of natural Dwarf stubbornness.perhaps. None- 
the-less the Dwarfs who live in the shadow of the Mountains of 
Mourn have changed slowly but inexorably over time, and become 
twisted in both bady and mind. Though they superficially resemble 
other Dwarfs, in all important respects they are easily distinguished. 
Chaos Diwarts often posséss protruding tusks that lend them a 
brutal, savage expression, and they are commonly grey-fleshed and. 
red of eye. Many haye small horns thar jut from their forehead and : 
some even ‘haye'cloven hooves and worse although such extreme"? 
mutations are rare amongst ordinary Chaos Dwarfs and common 
only amongst sorcerers.and those that haye the Most direct contact 
with the stuff of Chaos. See : ; 
: yay 
If che influence of Chaos has worked terrifying changes uponthe 
> bodies of the Chaos Dwarfs this is as notching compared to thé 


os » Mansmutation of their hardy Dwarf minds. The traditional Dwarf 
% Yalues of stubborn determination, craftsmanship and industry have 


_ been twisted into a perverted mockery in the hearts of the Chaos 


¢ » Dwarfs. They became pitiless, macabre and cold-hearted creatures, 


© devoid of mercy and consumed by a need:to enslave and dominate 
_ , everyone and everything theyicame into contact with, and from this” 


Zorn Uskul by their Ancestor God 


madness of Chaos’ human followers, the unthinking sayagery of the 

Beastmen or even the desperate, labyrinthine intrigues and vicious 
waggression of the Skaven. Instead they are consumed with grim, cold 
» cfuelty, greed and calculated brutality. : 


AN EMPIRE OF SMOKE, BLOOD AND ASH 


caring nothing for the life of others and directing all their labours to 
the construction of their great city — Mingol-Zharr-Nagerund =the 
City of Fire and Desolation, and the slow expansion of their power 
and influence in the world. To this end’ Chaos Dwatf armies scour 
the Dark Lands and the deadly realms beyond for slaves to fill their 

* city and labour deep beneath the earth in the pits that surround it, 

. ~ and to provide sacrifices for the furnace fires dedicated to their dark 


» god Hashut. 


Their empire has come to encompass the fire-scorched volcanic 
plain of Zharrduk at the heart of which Zharr-Naggrund sits, and 
_like a black iceberg, its true extent lies not above with its armoured. 
ziggurats and fire-laticed temples, but below the surface in countless 
miles of magma-li delvings, cavernous chambers and vaulted mines 
Which resound to the cries of tortured slaves and the ringing of 
hammers in an untold number of diabolic forges. For many miles 
») around it, the Plain of Zharr has succumbed tothe hand of the 
93>, Chaos Dwarfs. Iris littered with the scars of vast open mines, fiery 
". Hyets of magma, ash dunes and stagnaht pools of foaming yellow 
~.? and blood red — noxious with toxic spoil and fortified workings and 
* Watch posts which line the great machine-crushed roads upon which 


countless slaves haul ore and plunder to feed the ever hungry city of 
the Chaos Dwarfs, 


Beyond their heartland in the plain of Zharr, they have raised great 
fortress-citadels and towers to establish their dominion throughout 
* the far flung and perilous Dark Lands, although no force, even one 
: as brutal as the Chaos Dwarfs'can lay claim to true sovereignty over 
this vast realm of accursed, monster-infested shifting ash-deserts. At 
_ the’edges of the Dark Lands, the outposts and black iron watch- 
towers of the Chaos Dwarfs extend as far the great Desolation of 
Azgoth and the coastline of the Sea of Dread to the south and High 
Pass tothe north, while Vzkulak — the Place of the Skull, seat of the 
ancient Dwarf hold before the Time of Chaos, is still populated but 
: isa strange, sectetiye place, and the bustling workings of its slave- 
‘ d anchorage hide an ancient inner-city that is liccle more than 
_ aheavily gartisoned tomb. The forbidden, lower levels of Uzkulak ° 
8 are shunned, even by its masters and to be consigned to its depths 


Wy 2 : 


whose gift of power comes at a terrible prit ns AS 
‘ just how the Dwarfs of the East came to seal their pact with Hashut remains shrouded in the dark times ofthe gr sundering 
] ! Dwarfs themselves may have only adim and warped understanding of how they became bo: 
their nightmarish god. The Bes Saf sg that adorn their fire-temples do however speak of the abandonment of ti 
ing th®Great Cataclysm, their finding of salvation and succour with their new godand. 
Hashut for sacrifice and sibjugation in return for his patronage. Over the centuries, in return or flesh and blood, homage and i yotion, 
Hashut has gifted the Chaos Dui uarfs with malign secretsand powerful sorcery that fused with their mastery of: industry and Lforgecrafi to 
create many dzeman-fised machineries and monstrous engines of war, dominion over the fires of the earth and arcane andmalevolent 
lore that has brutalised their sanity and souls: The pact between the 


grown to thé point where the tendrils of Hashut’smalevolence and the Chaos Dwarfs’ own bitter souls have become as one. 


Chaos Dwarfs are irredeémably evil, bitter and self-centred creatures, 


Chaos Dwarfs and their dark god has only deepened over. time and. ; ; 


; TR Dee 
» isa punishment reserved for dath-breakers and blasphémers as thee uf 
ov oa ey ene Sa 
worst fate the Chaos Dwatfs can bestow. A fact which, given'the ~~ 
malevolent inventiveness of the Daemonsmithsin such matters, 


speaks much of the horrors which must abide there. 


The plans of thé Chaos Dwarfs are the results of the intricate — 
workings of their malign intelligence, deep paranoiaand cold 
cruelty, They see no need to ravage the world in furyin a desperate 
bid to crush all before them, only to fall overextended and spent, as 
so many throngs of human marauders and hosts of greenskin sayages 
have done in the past. Instead they horde their might dowly and. cip 
from the Dark Lands the mineral wealth it contains in abundance. 
They venture forth foremost to harvest slaves but also to punish 
those that would oppose them directly, and sundet any creature 

or force that might wax powerfuliin the Dark Lands before it Cate 
become a threat, More rarely do they travel further afield, mounting 
expeditions into distant lands in search of strange plunder whose 
worth'they have seen in the fires of Hashut’s altars, avenge some ~ 
slight or merely to callously test their weapons against the powers 
of the world. As a result of this policy, to many the Chaos Dwarfs 
are at best a dark legend, until chat is they have the misfortune to 
encounter the dreadful truth for themselves, 


The dominion of the Chaos Dwarfs isa slowly expanding power, 
which has with grinding, calculated savagery carved itselfa realm 
from one of the most deadly lands conceivable and its masters’ 
dreams of conquest are things of brooding hatred and bitter ‘ 
perseverance. They are content to see their plans unfold over the 
course of centuries, perhaps even millennia until one day all of 
the world lies a blasted plain in which the Ghaos Dwarfs stand 
unopposed and alone, save for their cowering slaves and the ashen 


bones of the dead. 


SLAVERY AND SLAUGHTER 
Even though their numbers have shown a slow but steady increase | 
down the long centuries in which they have carved their empire 
from the Dark Lands, the Chaos Dwarfs are still few, and are far 
outnumbered in their realm by those over who they claim dominion 
by virtue of might and cruelty — their slaves. The Chaos Dwarfs 
consider all life other than that of their own kind to havevalue — 
only as raw resource and fitting sacrifice, and to them the muscle 
and sinew, and even the souls of those that bow and scrape at a - my 
gesture of their iron-shod hands and cringe before the Stroke of their ~ 
steel-barbed whips are no more than a commodity to be amassed, 
exploited and spent. Without slaves Zharr-Naggrund would nor Sees 


hs 


daemon- 


any mere human craftsmanship is traded northwards to the w, 
Dwarfs both enrich themselves and sow destruc 


The greater works of their hell-forges and the spawn of the dark intellect of their sorcerers, however, they guard | jealously for themselves and 
ons and brutal sorcery that the Chaos Dwarfs true power is founded. Chaos 
ves equipped to the highest standard and every Sorcerer Lord arms.and outfits their soldiers to their own > 
un distinctive livery. The majority of their troops are armed with masterfully crafted axes, gicious stabbing blades 
and barbed war-picks, and protected by heavy scale corselets of rune-hardened iron or bronze, tall helmets, and. Begey, ‘imetal-clad shields. 
The most potent wear so-called blackshard armour, forged with hellfire and blood, stronger than mere steel ahd phenomenally resistint 
to the effects of fire and heat. A significant number of troops are armed w 
frreglaive repeating guns. But.the hailshot blunderbuss a powerful, sho 
in ranked fusillade — is the most common and iconic, This last weapon Ws 
that abound in the lands around the Chaos I Divarfs domain and has 
crushing charges and slaughter scores of howling Goblins in a single, 


itis on the Pedrock of these malevolent engines, savage wea; 
Dwarf warriors are themselv 


design and in their on 


It is though for their war machines that the Chaos Du 
the usual Dwarf reliance on tradition and resistance to change, the 


masters should their occult bindings shake loose. : 
war engines are used and fashioned more sparingly than more cont 
) Such weapons are often ‘tested’ in battle by a pact of alliance 

purpose, and it isnot uncommon to see small contingents of dres 
. hordes of the Chaos Wastes, lending them their.immense destructive power. 


} 
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GES OF HELE : E 
Chues Dwarfs are master crafismen, and their armouries ‘produce an endless stream of armour andi weapons, dark devices and works of 
sett occult engineering. Much of this wargear, the lesser products of their craft — bladesand steel whose quality still outmatches 
jarring Chaos-touched tribes and eastwardto the Ogre Kingdoms in 

return for slaves, for which the Chaos Dwarfs have an unending demand, rare metals and gems, and to dake whatever strange desires the 
Sorcerer-préphet’s experiments might require. By this trade blood is spilled across the world by their weapons, and in doin g so the Chaos 
2 in Hashut’s name, and moreover they spread their insidious influence further, gather 


intelligence in regards to their enemies and so bring their dreams of dominion closer, one drop of shed blood at a time. 


vith firearms, from intricate Wheelock pistols to the heavy, bladed 
rt-ranged weapon whose murderous fire is amplified when used 
1s developed to combat the neak-limitless Orc and Goblin hordes 
become the terror of the greenskins in battle, able to blunt even their 
thunderous blast from the warriars’ ranks. 


7 

arfs have become most infamous and dreaded onthe battlefield. Unfettered by 
y have combined their intellect and sophisticated understanding of 

steam power and mechanism with the hellish lore of Hashut to produce a nightmarish array of weapons. These range from canons that 
fire burning gouts of magma, to steam-driven reapers, to fortress-shatte ring mortars and colossal siege engines of glittering brass, The 
most terrible of these war machines are bound with hun igering daemons in their fabric, granting them both an unholysemblance of life 
and tinmatched killing power. The might and bloodlust of these hell-forged artefacts cannot be denied and they are perilous even to their 
As a result of their unpredictability and the difficulty of their construction, hell-bound 
ventional (although no less deadly) designs in the Chaos Dwarf. arsenal. 
with the Chaos Warriors of the north, ees it serves the Dhrath-Zharr’s+ . 


tided Chaos Dwarf war machines arm 


have been: built and its-vast industries could not be maintained, and 
even now.the need for fresh-blood and labour only increases with 
each passing year and the desolate empire always hungers for more 


= Ifthe Chaos Dwarfs’ grand and sepulchral plans bow to any 


pressure for speed in their execution, it is this increasing heed for 
fresh slaves that is the éause. Should the levels of ‘livestock’ falter ” 
through disaster or overuse, and are required at the commissioni 
of any grand new design, the Chaos Dwarf war host‘is gathered 
and.a suitable target selected for despoil, while simultaneously 
iron-masked emissaries go out to the cribes of dark-hearted men, 


~ Ogres and eyen Ores to barter razored steel for lives. This in turn 


can trigger fresh assaults and ravages far beyond the Dark Lands to 
fheet the Gaos Dwarfs’ tally, and captives taken in distant lands can 
eventually find their lifeSend drudging in the slave pits of Zharrduk 
+, or slaughtered upon its burning altars, 


Unfortunate wretches of many races toil amid 
the poisoned air and burning ash of Zharrduk, 
and like the.craftsmen they ate, the Chaos Dwarfs 
prefer, when possible, to séleer the ‘tight toolfor the 
tight job = from mutilated Elves flayed and bled to provide 
alchemical unguents to fettered and broken Chaos beasts from 

the Northern Wastes harnessed for their immense strength and 
tolerance for injury.-By-farthe most common slaves in the Chaos 
Dwarf realm are Orcs and Gobling;and this is not simply because 
they are native to the Dark Lands and its bordering mountains, but 
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eranks of the war bands and 


el tt a 


sought to create a new breed of slave 
of Ore and Goblin slaves, but at bést 


also because they are hardy creatures who will often last the longest 
in the noxious fumés and murderous conditions under which they 
are made to labour. Of these; rhe Hobgoblins have a unique and 
favoured place — as much asa slave might be favoured bysuch 
cruel and callous masters, Perhaps the most distrusted, vicious and 
above all treacherous of Goblin kind, the Chaos Dwarfs seldom 
reduce the Hobgoblins to base toil but rather employ them as slave- 
overseers, lackeys and even as troops, providing utterly disposable 

' feinforcements for their own forces, enabling a larger enemy army 
to be weakened without cost in Chaos Dwarf lives before they, 
themselves move in for the kill. Hated by the other greenskins who 
would happily murder them if they could, the Hobgoblins of the 
Dark Lands have come to rely on the Chaos Dwarfs for patronage 
and protection. While they are so treacherously eager to betray each 
other for advancement; they are quite incapable of fomenting any — 
cohesive rebellion against their brutal masters as they cannot even 
trust each other! Making them in some ways the perfect slaves. 


Humans too have their place among the slaves of the Chaos Dwarfs, 
as they are-adaprable and quick-witted if though less durable than 
-. greenskins and considerably more unpredictable. As do Ogres, who 
are valued for their raw power buvalways present a danger as their 
Primitive, violent spirits can never be fully broken. Skaven are never 
: taken alive unless to be worked almost immediately to death or used 
as paltry mass sacrifices, as they are simply too devious and the Chaos 
Dwarfs have learned from bitter experience that any group taken 
mighe well concealuntold spies, saboteurs and even deliberately ° 
infected plague-carriers placed in their midst. But of all the races to 
-fallinto the hands of the masters of Zharr-Nagerund, the darkest 
* . fate awaits their kin. the Dwarfs of the West, The fruits of the bitter 
_ ‘malice of long, brooding millennia are reserved for the Dwari, and of 
all sacrifices to Hashut, none are more favoured than those loyal to 
_ the tréacherous Ancestor Gods. 


” THEBLACK FORTRESS 
_ 9 Guardian of thé’ south-eastern teaches of the Chaos Dwarf realm, 
fis the Black Fortress is avast, jagged citadel stained black by the 


a volcanic fires of the rocky plateau on which it sits. Along with the 


Tower of Gorgoth, it vies for prominence and power as the second 

Most important fortress-cicadel of the Chaos Dwarfs beyond their 
heartland on ‘the Zharrduk Plain, But while the Tower of Gorgoth 
Tse he Wes hy ct et 
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exists to stand watch over'a slew of deep mines and caverns, thé. 
purpose of the Black Forttessis as a purely military outpostyand, Z 

is headquarters for the Legion of Azgoth. The legion‘is a mighty ¥ 
standing army which ranges across the desolation of the southern © 
Dark Lands, escorts the far-flung slaye caravans through the Howling} 


4 t A 
Wastes ‘and stands as a bulwark against fréquent invasions of Ogres) >, y 
Orcs and worse from the east. Even among their own kind; the gg — is 
warriors of the Black Fortress are renowned for their brutality and y ve Biers 
warlike nature, and far removed as it is from Zharr-Naggrand and. Bop. 
the favour of the great temple it is often a place of internal exild fory — <7" 


those who have suffered in the savage politics ofithe empire The + apy 
hellish ‘caverns deep beneath the Black Fortressaré also homejto 
the Infernal Guard — a cult of disgraced warriors enslaved tarthe 3 
master of the Black Fortress who must redeem themselvesin the 
eyes of Hashut and the Dhrath-Zharr or die in the‘ttempr. For 

many centuries the lord of the Black Fortress and-commander of ¥ aa 
the Legion has been the Sorcerer-Prophet Drazhoath the Ashen,a. ~~ 
bitter rival of Lord Astragoth, feared and respected in equal measuré~ 


by the Chaos Dwarfs bound to his service as-@ruthless general and Z 
powerful wielder of Hashut’s sacred fire. 5 


Fighting games of‘ Warhammer with the Chaos Dwarfs ~ 
Chaos Dwarfs can be used by incorporating their units 
into your existing Warriors of Chaos army, or by using 7 
them as Contingent Forces in a Chaos Great Host army 

(see page 142) or as allies ina Grand Bartle (see page 132% 

onwards of the Warhammer rulebook). * 


‘The Bestiary section that follows and the Legion Of * {3 
Azgoth army list (see Page 186 of this book) contain; 

all the profiles, special rules and entries to enable yout i 
to do this, and in particular the Legion of Azgorh army: 
list makes note of which particular units can be directly 


incorporated into a Warriors of Chaos army, and héw 
this is achieved, ; ; f 


Each Chaos Dwarf, in addition to being a craftsman or artificer, is 
also a highly trained and disciplined warrior, often with scores of 
years of battle experience to draw upon. This martial skill is matched 
only by their cruel desire to utterly crush anything that would dare 
oppose them and grind it under their heels. There are relatively few 
Chaos Dwarfs, and each and every onc of them belongs to one of the 
Chaos Dwarf Sorcerers body and soul. 


Chaos Dwarfs are an unnerving sight in battle. They are brutish, 
grotesque figures plated in black or burnished armour of heavy plate 
and jagged scales, crowned with tall helms mounted with flame 
tongue spiked coronas or sharpened horns. Their livery is bright and 
bloody, and their distorted faces, if they are seen at all, are bestial 


and filled with malice. Their presence is intended to inspire fear in 
their foes, and they have lost none of the toughness or skill-at-arms 
Of their western Dwarf kin. To them there are few greater pleasures 
than the bloody sundering of a foc be it by crushing axe-blow or the 
flesh-shredding volley of blunderbuss fire. 


The acquisition of slaves is of paramount importance to the Chaos 
Dwarts: Their warriors are at the forefront of any major raid to 
achieve this goal, and most forays they undertake beyond the borders 
of te Dark Lands are in furtherance of this, rather than 


for conquest. War bands and expeditionary armies of 
Chaos Darts will often travel hundreds of miles in 
atchbof, ita le living plunder, and while it is the 
Oses sae hs of the Worlds Edge Mountains that 
Se Titer often are sithjected to theie wrath, realms as far as 


béen subject to 
iofe captives araid 


é 
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brings back, the more successful it is 
and honour is accorded, not only on the raid’s leadets, but to each 
Chaos Dwarf warrior in measure to their Station. Only by such vile » 
endeavours can advancement be gained and ambition satiated, 


judged, and the greater prestige 


eo eT, 
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SPECIAL RULES 


Resolute 


Chaos Dwarfs fight with grim malice and determination, and are 
reluctant to abandon their positions on the battlefield. All Chaos 
Dwarfs therefore flee and pursue 2D6-1" rather than the usual 
2D6", note that this penalty does not apply to their charge distance, 


# 
Relentless f 
Chaos Dwarfs are implacable and relentless when on the attack, and f 
are scornful of the ability of anyone or anything to stop them. Chaos , g 
Dwarfs do not need to take a Leadership test in order to march when F 
enemy units are within 8". { 
“4 
Contempt y 
Chaos Dwarfs despise all other forms of life and see them as nothing ; 
more than contemptible fodder to be exploited and disposed of as 
needed, They expect their ‘lessers’ to show cowardice and weakness % 
in battle and-be restrained only through fear. 
As a result Chaos Dwarf and Bull Centaur units are not subject 3 
to Panic tests caused by friendly units which are destroyed or fail 5 
a Break test within 6" of them, unless the unit that is destroyed or 
broken is itself Chaos Dwarf or Bull Centaur unit. 2 
“Characters with'the Contempt rule may not join units étherthan q 
those who are also subject to'this rule as well as any other normal 
“estrictions. ; 
‘ | ; 
Hailshot Blunderbuss “a 
z . e- Strength Special Rules 
#— Hailshor p12" 5 Armour Piercing, ' 


Multiple shots (D3)*, 
Hailshor 

*RolPonce for the unit and multiply the result by the number of models 
firing to determine the number of hits caused, 


ty 


Hailshot: Owing to the storm of fire a mass of these weapons create, 
cheir cffectivenggs increases the more concentrated their fire. 
Hailshor Blunderbusses are riot subject to the usual penalties for 
firing multiple shors.°y 3 


; 


> “As long as.ten Or more models from a.unit are firing at once at the 4 
same target, they suffer no penalties for firing at long range or asa Ng 
stand & shoot charge reag : is 

f ht 


As long as 20 or more models from a unit are.firing at the same tatget 
at the same time, they may re-roll failed To Wound rolls. 


it 


ye 


i 


ts 


as 


Lf 


), environs ofthe’ temple 
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Vhe ; nferna Guard / 
C | 

Among the Chaos Dwarfs of the Black Fortress a warrior-cult has Blackshard armour confers a 4+ Armour saye and in addition a 
long flourished. The Infernal Guard as itis known has the sworn 5+ Ward save against flaming attacks, Chaos Dwarf Sorcerers and” 
task of defending the citadel to the death from any that would Daemonsmiths may also wear it and still be counted as Wizards. 
assail it, and to carry out the willof the Lord ‘of the Black Fortress 
withoupquestion, The Infernal Guard's ranks are made up from Fireglaive / 
Chaos Dwarfs to whom some stain of dishonour or failure has A weapon both cunning and brutal, the Fireglaive is a compact, 
been attached, an.occurrence which in their unforgiving society heavily constructed repeating handgun. Unusually the weapon also 5 
can result ftom merely being close kin ro a failed battle commander, incorporates a single-edged chopping blade allowing it to be wielded hs 
knowing defeat undar the eyes of a Sorcerer, presiding over Slaves in close combat by a skilled fighter, much like a halberd, Fireglaives ok 
who have revolred-or'e furnace that has exploded through overuse! are complex to make, their mechanisms far beyond the inferior arta * 
The humiliation of such dishonour is more than the prideful Chaos 6fhumankind to imitate and are difficult weapons to master, As a vee ‘4 
Dwarfs can bear, and for them the Infernal Guard offers the solace result, their use is largely limited to the elite and the Daemonsmiths © ier 
ofdeath in Hashur’s grace and also anonymity, as upon taking its that fashion them. : Ney 


oath their. nanies and past kinships are shorn away and their faces are 


seared and'shut underneath red-hot iron and bronze masks. Only if Range Strength — Special R ; 
they achieve great glory are the masks torn off, exposing the scarred Fireglaive 18" 4 Armour Pierg 4 
and ravaged flesh of the redeemed warrior once again to the world. (Ranged) ; <a 
Fireglaive - +1 Requités ‘Bro 
The Infernal Guard are drilled ceaselessly by their cruel Castellans, (Close Combat) : ¥ A 
and barracked in thé burning deeps beneath the BlackFortress. Their 4 va xe 
lot is to fight an unceasing bartle against the horrors that abound Ensorcelled Hand Weapons(Infernal Ironsworn dot je ; 
in the desolate wastes nearby — a regimen that only the strongest The Infernal Ironsworn go into battle with the fire and’su rap : 
survive. The greatest amongst this warrior elite will be selected of their darkirealm forged into the very fabrie of their blades and : $ 
to join the Infernal Ironsworn — the personal bodyguard of the _ hammers}¢raven in smouldering runes of torment and achiow 
covenant of Sorcerer-prophets that make up the rulingechelon of Ensorcelled hand weapons are Magic weapons and ad@ Shee 
the Legion of Azgorh. bearer’s strength in close combat and may be used /g6 pe 


combination with a shield‘4s normal. 
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Troop Type: Infantry: “< 


SPECIAL-RULES ‘ 
Resolute, Relentless, Contempt (see page 168) and Stubborn 
Castellan only (see the Warhammer nilebook). 
Blackshard Armour 

Rightly are the Chaos Dwarfs knowmas the armourers of the Dark 
Powers, and their creations are made not simply from iron and 

fire, but blood, souls and the hell-stuff of Chaos itself. Much Tike 

the Chaos.armour the Daemonsmiths barterwith the warrior- " 
champions of the north in return for slaves, 

treasures, the Blackshard armour 3 
they forge for their own use is proof 
againgp the strongest blows in 
battle; barisalso uniquely 
resistageto fire’ aiid heat and 
S0 suited wo xhedhellish Y 


gold and stranger 
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of Hash. - Soo i 
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Dwarf Sorcerers rule over the desolate empire of Zhart 


Daemonsmiths are few in number, with perhaps no more than 
with iron-fisted malice, both as lords and masters of all several hundred amongst the whole Chaos Dwarf race capableof 
irvey and as priests of their dark god Hashut. Their lore is wielding their savagely powerful combination of scienc ‘and sorcery. 
; errible and ancient, and involves the study of machines, and the [hey possess no absolute hierz hy or single leader, although form rads 
ss mastery of forge-craft, weapon making and the terrible Chaos magics and tradition dictates many layers and ranks of fealty and loyalty 
: ifted to them by Hashut.. Combined these create terrify ing weapons amid the great conclave of evil that is Hashut’s Daemonsmith 
4 sn e devices of power and destruction. priesthood, Each is a power in their own right, controlling secHane 
: a. ac of the great city of Zharr-Naggrund itself or one of the outer citadels, 
aos Dwarf Sorcerers, also known as Daemonsmiths anc and each has their own workshops, forges, strongholds, slaves 
 Hell-Worker 3 who led their people from the brink of destruction and soldiers who owe fealty dir y to them. The strongest voice 
Sty agthe Time of Woe and first built the great and blasphemous however, belongs to the oldest and most powerful, as well as to those 
f Zharr-Naggrund in ages past, and it is they that still command on whom Hashut's blessings are bestowed Age and knowledge are 
- / respected by them just as much as by thé Dwarfs of the West, but 
t obsidian and basalt towers and ziggurats drawn forth from * tied up with this is a merciless intolerance of w eakness, and favour 
h, and the dark ifn towers raised up. throughout and respect with them is only maintained through strength, wealth 
and sorcerous might which makes the politics of the priesthood 
deadly at all turns. 
mour which adorns the Chaos ; 
a riots of i north, All are their \ The price the Sorcerer-priests and 
dark knowl ge made manifest. Daemonsmiths pay for their position 
} Pee: , : : ; and power is a dark one indeed, for 
, : ? should they show weakness they will fall 
“and Hashut’s demand for blood upon the 
© altar-fires is unquenchable. Worse is the 
eat curse that lays heavy upon them, as the 
magic they work 5 into their bodies, 
evoking ch ges in them that are 
both unique and horrific. Even 
the most cautiousand ~ 
"y adept of them are not 
mune, although 
‘fal : for the desperate 
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‘or foolhardy, the curse comes on all the swifter, as inexorably their 
bodies are petrified into immobile Stone. 0 


Sine ir. hR CS Daemonsmiths of Hashut areterrifying and 
unpredictable opponenss, their dark fyagics able co draw upon the 
.. fires of the earth and transmure the air to ash and choking smoke 


Ws Mi 4. as well asifan the flames of hatred in the hearts of their followers, 


eae 


Sar machine crews or themselves bear Sa¥ageand potent examples 


s 


ty _» of theit craft such as black powder weapons, mi ty armour, flasks 
Fs of burning aléhemical oil, daemon-bound blades and ensorcelled 

weapons. Each however must display’great catition when they wield 
their occult power, for each spell they wield could alsolbe their last: 


Sorcerempropher 
Dacmonstmith 


SPECIAL RULES ei 
Resolute, Relentless and Contempt (sce page 168). 


Dacmonsmith 
Chaos Dwarfs with the Daemonsmith rule are Immune to 


Psychology, and also have both the Infernal Engineer and Sorcerer's 
Curse special rules. 


Infernal 


~ ‘A niodel with this rule, if it is within 3" of one of their army's War * 

machines, and nor mounted-on a monster, is allowed to take a “Look 
Our Sir!” roll as if they were within a unit of five or more models, In 
addition, one war machine that is within 3" ofan Infernal Engineer 
may re-roll one Scatter dice or one Artillery dice per turn. If the 
Infernal Engincer uses this re-rall ability, they cannot shoot with 

_ _ their own missile weapon in the same Shooting phase (but they may 

pea © still use magic normally). ‘ 


rrp J 


mrcerer’s Curse 6 

ircerers of the Chaos Dwarfs pay a terrible price for their 

wers, be they Hellsmith or mighty propher'of their dark god 

#tashtt, as their bones and flesh slowly petrify over time into 
unfeeling, blackened stone. Each time the magic they command slips 

_, ftom their grasp for but an instant, the curse punishes them further, 

~ intil one day the sorcerer is trapped, screaming silently within a 
prison oftheir own immobile body, 


< ee 


ame, after resolving the effects of the Miscast on them 
cy must take a Toughness test. If this is failed they suffer 
tional wor which may not be prevented in any way 
However the first time they suffer a wound 
nabonus of +1 Toughness for the rest 
vive!); Subsequent failures simply cause 
inflicted instead, 

ons of sulphurous chemicals ind the 
ssundered as a by-product of their 
unstable explosive flasks which break 


s 


S| 4 They are each also master artisans of wat ind may lend their skills to 


+ 


Weapons can vary in style and shi De ad 0 
-ereator, as can the abilities grate to them by the e 
nightmarish infiisions bound within them, Each ] 
~ Counts as being a magical hand weapon which po: 
» ability chavis rolled for at the start of the game ar th sa 
the Daemonsmith’s spells. Such weapons are uniqué ai 
more than one Daemionsmith in your army, yor 
© duplicated ability. Note down which abil 
after you have determined it, ~ 


D6. Ability 


attempts, Oe 


2 Furnace Blast: Once per game the weapon may tut! 
a Strength 3 Flaming Attack Breath ‘Weapon as the: 
Daemonsmith’s shooting attack, (aia 4 
Malignant: Thé Daemonsmith becomes subject to: 
Eternal Hatred. oe 
4 *~ Life Bane: The weapon has the Multiple Wounds (D3) 
Special rule. ‘ / eh os 
5 —. Dweomer Leach: +1 to the Dacmonsmith’s dispelling as 
attempts. 5 ee 
Possessed: The weapon wounds ona 2+ regardless of 
~ the target’s Toughness, however if a ‘D is rolled on the 
eT Wound dice, a further wound is inflicted on the * 
Dacmonsmith instead. Normal armour sayes and Ward 


saves may fot be taken against this self-inflicted harm. 


a 


The Blood of Hashut 

The so-called ‘Blood of Hashur’ isa 
saturated with daemonic magic that 
bursting it into molten flame. Altho 
the favoured of the Dark God some 


into combat to the devastation of 


powerful alchemical substance See SS 
ignites metal on contract, Ropers: 
: tad 
ugh precious beyond mere gold, =< 
times carry a vial of this liquid’ ~ 
themost heavily armoured foe. 
Each vial of the Blood of Hashut is a : 
in close combat in lieu of all the mod 


Ivis used to target a single model in b. 


single use item that can be used 
el’s normal attacks for that tubn. ” 

ase contact (in theléaseofa = 
ridden mount, either rider or mount must be selected); The attack 3 
works ona 2+. Ifa 1 is rolled, ro 


the Blood of Hashuris wasted, . £e » 


i 
If the attack is successful, then D6 automatic hits are inflicted on 
the target. The To Wound score of these hits is always equal to the 
unmodified armour save of the target. For éxample, a model with, 
heavy armour and a shield (fora combined 4+ save), iswounded © : 
on a 4+.and so on, However a roll of 1 always fails. Nore that this 5S 
means that a model with a 1+ save is only ever wounded:on a2+, M2 
No armour saves are permitted against the Blood of Hashue ind the 


damage caused is counted a’ being from both a magic weapon and a “i ee 
Flaming Attack. ‘ : Bd tie tests oe 


2 a thousand years, che dark, burning spire of the 
Black Fortress has: staod sentinel over the crossing place of the River 

Ruin at the southern edge of the Mountains of Mourn and guarded 

border of the Chaos Dwarf empire of ash and suffering. It is 

ightmarish’ place of soot, blackened iron and jagged rock, and 

: burning magma runs through it like lifeblood. For centuries the 

a master of this dark demesne and the warriors and slaves that inhabit 
it has been Drazhoath the Ashen, a twisted, power-hungry creature 
‘and potent sorcerer, Drazhoath was first sent to the Black Fortress 

in effective exile after losing favour in the brutal politics of Zharr- 

- Naggrund as a minor hell smith but has since risen to become its 
lord through his innate cunning and bitter, ruthless ambition. 


In battle Drazhoath is both a mighty sorcerer and an able warrior 
who leads his war hosts from the fore mounted upon the Great 
Taurus, Cinderbreath, bringing fire and ruin down upon the enemy. 


Drazhoath’s power has grown over the decades, and there are few 
sorcerers now in the service of Hashut who can match him in 

arcane might or knowledge in the creation of war machines and 
daemon-binding. He also has undisputed mastery of the Legion of 
Azgorh 2 potent army of Chaos Dwarfs and Hobgoblin slave- 
soldiers based at the Black Fortress whose duty it is to raid across 
the river and patrol the savage wastes of the southern Dark Lands 

to maintain the Chaos Dwarfs’ tentative dominion over the deadly, 
monster-plagued expanse. But for all his power and the forces at his 
command, Drazhoath is all too keenly aware that he has reached an 
impasse and his black-hearted ambition can take him no further, 

for the Black Fortress is many leagues away from the centre of the 
Chaos Dwarf enipire at Zharr-Naggrund and is ill-regarded. The 
yoice of this lard of exiles carries little weight with the great conclave 
of Hashut’s priesthood, and in particular none with Astragoth 
Ironhand; the oldest and most powerful living Sorcerer of Zharr- 
Naggrund, and the’master who sent Drazhoath into interrial exile 
long ago. Astragoth is ancient beyond measure though, and at last 
his powers have begun to wane. He is kept mobile only by sorcerous 
mechanisms of his own dark design, and so Drazhoath’s dreams of 
4 eritimphant return to Zharr-Naggrund are slowly kindled in his 
spiteful breast. Drazhoath needs above all a great victory to seal his 
prominence for when Astragoth finally falls, and a great flow of fresh 
captives and plunder into the'coffers of the Chaos Dwarf empire 
would go far to expand his influence beyond his own blighted 
‘domain. This however is not proving to be such an easy ambition for 

Drazhoath to achieve, thanks to the enemies which continually beser 

the Black Fortress (which are after all its reason for eesung and he 
~ has been left wanting. 


‘Since ph of Hine Litrd of the Black Firtress, Mises 


This bowl adds +1 tothe bearer’s casting attempts, 


When dark canine Head 
Fortress ofa monstrous h r 


Drazhoath | 
Cinderbreath 


Troop Type: 
Drazhoath (Infantry, special Chace 
Cinderbréath (Monster) 


SPECIAL RULES 


Resolute, Relentless, Contempt and Daemonsmith 


“ 
Dark Renown : Se SMES 
All Chaos Dwarf units (including Bester himself) add +1 to. 
their combat resolution results when within 12". of him. ee = 
MAGIC ITEMS i 


Hellshard Amulet (Talisman) 
The dark product of Drazhoath’s own labours in diabolic 
the icy hate of his malice is caughtand amplified a thousand, be within 


its black crystal depths.and unleashed on eaiiy who veil doe his 
blood. 


a Scelerk 2 hit is automatically inflicted on the model that. 


the wound. 


blood and bound with ile upon eas of hell bound : 
Daemonspite Crucible is said to have been the hana 
Chaos Dwarf sorcerer Azgorh himself, 


Drazhoath or Cinderbreath kills an enemy Wizard 
their soul-stuff is consumed by the Crucible and the | 
to +2, Additional slaty Wizards do not ince 


4 
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The Graven Sceptre (Magic Wéapo 1) 


A badge of rank carried by the Joxds of 
mace carries the runic names of the m 
Jounding, bound up wink th 


‘This magic weapon n 
target, regardless of the 


. pet? the ahaa fusion creating hulking, monstrous 
beasts far larger than either and filled with cannibalistic appetites. 
Many centuries ago, during the Time of Chaos, a fraction of those 

that survived the onslaught became horrifically mutated, their 

stubborn Dwarf tesistance to the Warping taint was overwhelmed 

utterly by the awful energies to which they were subjected, and so : : “ 
the-first Bull Centaurs were born. They came to serve their wider kin 

as shock troops and remple guardians, and to them was entrusted 

the protection of the sacred fanes of Hashut, as they more than any 
other had been twisted into the closest-semblance‘of the Father of 
Darkness’ image. Into each successive generation of Chaos Dwarfs 

a handful of new ‘blessed’ kin has Been born — usually to the : 


death of their unfortunate dams, and such children are given over 


ONS 


Aa 


cai 
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immediately to'the Sorcerers to serve in turn. This number however 
has not proyen enough, and Hashut's inventive priesthood have 


an Rca 


wielded their dark arts to make more, tampering with their offspring 
using horrific magics, and even fusing them into frameworks 

_ of meval and-daemon-tainted flesh to swellthe ranks of their 
rempl¢ guardians. 


As weil as'Sérying as temple Guardians, the Bull Genraurs are also 
3 entrusted wath dangerous tasks by their masters who trust them 
implici 


y- they are hutking, savage creatures whose strength 


and eridurante far exceeds that of a Chaos Dwarf. and 
thanks torhetr swrangs forms,shey-are far Swifter in 
barthe. Asthey age, their flésh hardens and distorts 
almost tah 


Sisistency ‘ofa liy ing metal, and 
rather than Heabnarirally from injuries, they 
Must instead tenaipon, their Sorcerer-masters 


to repair their Wounds with-poultices of molten 


Mercury, steel sutures\and brazen splints. 
Alchoteh as keebowitted and intelligenras their 
©haos Dwarf bretven. and utterly devoted to the 
worship’or Mashut; their Father of Darkness, they 


are even Swifter fo anger, and are often otherwise 


preoccupied with a grear hunger for Alesh. A good 
nptnber of the slave-sacrifices bound for Hashut’s 
tempies will actually be rent apart, Jimb-from-limb 
at the Bull Centaurs holy feasts, as while slave meat 
is a'common fare for the Chaos Dwarfs, the Bull 


Cenranrs prefer their meals both alive and screaming. 
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Troop Type: Monstrous Beasey, 


SPECIAL RULES 
» Contempt (see page 168); Fear'and Scaly Skin (5+) ee the 
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“a d durability, as only a Dwarf could fake them. The war machines 
a the Chaos Dwarfs run the gamut from simple armoured siege 
~~» -mantlets and boltthrowers, through co mighty black powder 
a petards and cannon. Not content with these ofdinary 
* “weapons, their skills are set to creating shoulder fired rocket-bombs, 
~~ seathe esoteric horrors of the corpse-fuelled Hellcannon afid great 


© Ssteam-clanking colossus the size of tower-houses, half machine and 
a Re a beasts, whose tred shakes the earth and from whose 
eos ‘fortified fighting platforms a score of Chaos Dwarf Warriors can let, 
iethal volleys front their swivel guns. 


The followitig section focuses on but a few of these wat machines, 
bugh there are yet a bewildering variety of others riot described 

se shown form the greater part of the mobile Siege train 

ken by Drazhoath’s forces to accompany Tamurkhan’s horde in 

irattack upon the Empire. 


following special tules may be applied to the Chaos Dwarf war 
d here. Costs and options for changing their nature 


in war machines may be upgraded to be mounted on steam : 
These areelaborate métal gantries fixed upon wheeled 

> | chassis which allow them to be towed into battle by the steam-driven 

: Tron Daemon. However if this is dorfe, then while attached to the 


"MACHINES, MADNESS AND MASSACRE 
“Teithe creation of arms and diabolical 


4 


of magic laid waste to both 
all 7 
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arf War Machin 


# Most extreme examples of these are devices suchas the'infamious = - 


direct such a weapon, but to the minds of Chaos Dwarfs, 


con” 


¢ oP 
" fr 
| es Jar § 
~ WA 
* my tw 


: 2 , ee is 

{fon Daemon they may not move under their own power 
the game, except to pivot on the spot (this may be a case o 
turning the weapon on its mounting depending on the 
machines mounted on steam cartiages always count as being 
cover against Shooting attacks, and their crews fighting as | 
defended obstacle (ie, a wall) when attacked. See the Warh, 
tulebook for more details, 30 te web e 
Hellbound é f Sey. Mkt 

Although a touch of the dark powers of Chaos enters into all 
“the works of the Chaos Dwarfs, some war machines haveellish, i 
devouring entities and daemons of fury and destraction’bound to +” 

their every frame and bolt, creating a truly possessed machine even’ 
more blood-thirsty than its creators and difficult to destroy. The 


Hellcannon, fuelled by flesh and souls and spewing desteuctive blasts” ga 4 
of arcane energy, they are unique entities whose treachetous power 3 Fo Srp B 
can prove almost'as dangerous to their mastérs-as the enemy. There 4 he ‘a 
are other lesser, infernal devices and examples of dacmonic power oa a 


augmenting more conventional war machine designs and engines, . i ae 
These are known collectively as thé Hellbound: 7 a ae. 
Hellbound war machines cause fear and have their Toughness and < 
Wounds characteristics both increased by 1. All attacks and damagé- 
caused by the machine“are now classed as magical attagksZAlso, 
whenever.a Misfire is rolled for the machine, in addition to the usual 
effect as tolled, D3 wounds. are automatically inflicted on the crew 
(or‘on the machine itself in the case of an Iron Daémon), as thé dark 
forces within rebel against their binding. axe 


they favour the 
esult can sometimes 


such calamity 


and the reckless devastating 
ic of reality opened up over the battlefieldanda i 
e loosed and nightmare phenomena ravaged the lands a 


at last died away, Both sides claimed victory, 


Vhe Trin Daemin War Engine 


The Chaos Dwarfs possess a mastery of steam technology that far 
surpasses that of the engineers of the Empire. Their steam-driven 
devices are used first and foremost in the great mines that pit and 
Scar the ash-strewn Plain of Zharr and the deep workings that riddle 
the earth beneath it like worms in rotting fruit. Here they drive 
great tunnelling and crushing machines, their flanks rusty with the 
blood of the slaves that toil to feed them. Beside these, other grand 
machines hammerand roar night and day. To retrieve their mineral 
wealth, small self powered steam engines and traction carriages 
have been constructed to haul ore in lieu of beasts of burden such 
as horses or oxen which soon perish in the treacherous conditions, 
and in places where slave labour.is impractical or inefficient. The 
Dwarfs of Zharr prefer ro place their trust in iron and brass and 

in fire and steam father than muscle and bone. So it was not long 
beforethese engines werelso-depldyed due to their obvious merits 
for hauling cann6n,tockets, mortars and other destructive weapons 
tothebatelefield rather than-ore or iron ingots. The driving power 
behing these engines comes from coal, which the Chaos Dwarfs 
mine im great quantities from beneath the Plain of Zharr and then 

_ infuse in arcanéTites,so that it burns,hotter and far more constantly 

than naturally possible. Their furnaces will however willingly devour 
wood or other base materials if they happen to be the only available 
source of fuelwith a temporarily acceptable loss in performance: 
Among the slaves of Zharr-Nageruhd though, rumours abound of 
engines that run of bloodground bones and screaming spirits, and 
such ingenuity 4s certainly not beyond the devious and inveritive 
servants of Hashun 


One of the latest designs to see widespread service within the 
Chaos Dwarf empire is the Iron Daemon, a compact, armoured 
steam-driyen traction engine. The steam boilers thar proyide 

these machines with motive powerto haul heavy armaments and * 
munitions to the battlefield are cunningly desighed so that theycan 
also be used to work pressure-fed weapons stich as cannonades and 
wall-breakers. This means that every Iron Daemon is also a powerful 
war machine in its own right — a fully mobile artillery piece or 
murderous killing engine able to smash through fortifications and 
hack down ranks of living soldiers with equal ease. 


Although the Chaos Dwarfs are skilful and determined artisans, 
their engines are not yet so sophisticated as to be completely reliable 
or entirely safe to operate in the anarchic field of battle. 


Drazhoath had already met with great success in implementing the 
use of these deadly and versatile engines within the forces of the 
Black Fortress when Tamurkhan’s horde descended from the east. 
He then swiftly decided when the bargain with the Chaos Lord was 
struck to make these machines the centre of his expeditionary force, 
and was eager to test their performance in traversing the hostile 
mountains and cities of the west. In particular he was keen to see 
them in battle against the vaunted war machines he knew the Empire 
was'said to possess and he would not be disappointed. 

‘The Iron Daemon, including its Chaos Dwarf crew, is considered to 
be a'single combined model'which should be treated as a Chariot 
except where the following rules apply. Any hits and wounds it 
suffers are all directed against the Iron Daemon as a whole. The 
characteristics for the crew have been included as they have separate 
attacks in'close combat. 


M WS BS S T W JI 
Iron Daemon ~ - <= get eee a 3 . 


Chaos Dwarf Crew ae 4 ee 


| 
| 


‘Troop Type: Unique unit. 


Ss ideal alee fo Xx - . ‘as ny ‘ 
he Irom Daemon is a mighty, 1 thouse; slow The Iron Daefnon may “u: coup 
ready Baba eps I aay mare Noreelly up ro is Vows we or both, but not a ‘middle” one ok ously) a 
‘distance and weapons without penalty while doing so. *, _ Movement phases, leaving them behind.’ 
é Alternately, ittmay;thoose to engage its steam boiler’s power and a 


butthisisshardly @ precis@art. In this case, rathér than 
7S ‘using the normal gulesfor charging or marching? roll D6 and tnkess 
~__ double 1 is rolled then add this number to the Iron Daemon's 
~ spmovement score for che total distance travelled. The Iroh Daemon 
> his distance forward in a straight line and may not turn or 


&% 


‘ely 


Sain carriages may not be fe-coup during the 


~ > =. wheelas irdoes so. Ifa double 1 is rolled, then something has gone © Steam Cannonade Pie: ae Sera mi 
we ‘wrong andthe Iron Dacmon does not move at all this turn. » _ @ Powered by the channelled pressure of the Tron 
ae gas : 3 a steam cannonade is q twin cannon used to last a lethal 
eee piaichargc is being attempted, this must be declared asinormal before ted-hot shrapnel and curse-laden shot into thé ranks of theen 
> _ . “the extra movement amount is tolled, and if failed (ie, the distance This weapon may only be fired aca target directly ahead of the. 
|. folled for movement is insufficient to reach the target unit), simply Daemon, and uses the following pfofile: »* > 
+ >= “Move the Iropi Daerhon forward the rolled distance instead. 


Z 


ie : : Range Strength Special Rules 
oe “ag If the coral movement would bring the Iron Daemon into contact .  Cannonade 18" 6% Armour Piercing; ioe 
~ **owith a unit unintentionally (ie, not as the result ofa declared Multiple Wounds (D3), — 
charge), roll for impact hits as normal. The Iron Daemon does not S ? oe te 
count as charging if the unit is an enemy, and its enémy gains the ~ ,gSclect a target as per the other normal rules of shooting aii. a 
_ Always Strikes First rule against it for the first rurn of combat owing ~~ Artillery-dice, picking the better result to determine how many shors — 
~~ to the confusion on board. If by some err 


or it strikes a friendly unit, - 


are fired? this means the weapon will only misfiré i£a ‘double’ Misfire 
» Tesolve the impact his and then move the Iron Daemon back 1" ; 


result is rolled. Assuming a Misfire does not occur} roll tochinthe -< 
- after the collision. : target with a number of shots equal to the highest number on thre 
: ~ two dice. : ; - » Se, 
In each round of an on-going combat after the first, the Iron : ; ; s ee = 
Daemon may make a Thunderstomp attack exactly like a monster to Ifa Misfire does result, use the Black Powder Misfire chart(see page. 
_feflect it grinding over its victims with its bulleand power. * ; 113 of the Warhammer rulebook) to determine the ouctome. Ifa . 
See eee “Ss 5 Destroyed! result is rolled, the cannonade is destroyed and may not ats. ap. 
= ~~~ Iron Daemons cannot overrun s : 


‘or pursu¢ in combat if they destroy or be used again. In additi 
four their foes. cA . 


on the Iron Daemonit is mounted onsiifers + Ze 
D6 wounds with no save of any kind possible. oR Yih 


yy 


_ Demolition ” , : : ‘ Skallcracker : apie’ 
. Low or comparably flimsy obstacles such as walls, hedges, light » Designed for crushing fortifications and walls, the Skulleracker is 
~~ woods, shacks, privies and piles of rubble have little chance of ; 


a hissing and grinding arcane-mechanical Party Ms 
n,and all such obstacles (up to the height hammers, hacking blades and brutal picks designed'to literally > > es: 
pulverise and shred anything unfortunate to be caught in front of the 
to the usual rules concerning machine. When conducting its impact hits or Thunderstomp attack, : 
ore, if a suitably sized chunk an Iron Daemon equipped with a Skullcracképimay roll 2D6 insteads.- 
d from the battlefield after the - of the usual D6 when rolling for its number of hits, es ae 
it, do so! All forms of marshand ~~. % Ce a : 


WA ie, A 
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A fiendish weapon first conceived of for use against the ravening 
Trolls and other unwholesome and hungry monsters that spawn 
and multiply in the Dark Lands, the Magma Cannon is something 
Oba cross between a field artillery piece and a furnace. It is designed 
_f9 spew molten metal and fire upon its victims, horrifically burning 
them to death, The Magma Cannon has seen long use and been 
the subject of considerable modification and experimentation by 
Ghaos Dwarf Daemonsmith engineers. No two are quite the same, 
butrather the product of an individual’s malign creativity. Some use 
pressurised steam-boilers to jet gouts of burning sulphur, caustic tar 
or pyretic acids, while others incorporate sorcerously bound volcanic 
glass shells in which molten lava drawn from the deep earth slumbers 
until its shell is shattered. 


Regarded as one of the tene works of a Daemonsmith’s craft, 
neophyte Sorcerer-engineers vie with each other to produce the most 
deadly Magma Cannons of their own design. Many have perished 

as a tesult.of such experimentation — either overcome by choking 
fumes, dissolyed by acrid vapours, or blown to shreds when their 

_ volatile mixtures have exploded unexpectedly. To their overlords 

in he priesthood of Hashut, this is only right and proper; as such 
failure is hor tolerated in the service of the Father of Darkriess: 


Sy Powder Misfire chart to determine what happens next. 


mA 4 


VANMEN 


The Magma Cannon is a relatively short-fanged but potentially 
devastating weapon, able to incinerate packed bodies of enemy 


troops or burn clear defended positions int close assaults. 
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Chaos Dwarf Crew 3. 4°°3 5 53 4 I 2k 7g, 

Troop Type: War Machine. 

SPECIAL RULES 

Resolute, Relentless and Contempt 

Range Strength Special Rules 
Magma Cannon 24" 5 Flaming Attacks, Multiple 
Wounds (D3) 


Firing the Magma Cannon 

The Magma Cannon is fired using the usual procedure for firing a 
cannon as provided in the Warhammer rulebook, except that instead 
of rolling to ‘Bounce’ the shot, instead place the teardrop-shaped 
template with the narrow end positioned where the shot landed and 
the wide end placed straight ahead along the direction of fire. 


A Misfire result means the weapon doés ‘not fre. Rollon the Black 


- driven rocket weapons, ranging from shoulder-fired chain-dragging 
a harpoons used to bind and bring down Lava Trolls in the magma 
UPS Re caverns deep beneath the mountains, to massive warheads launched 
 \ on pillars of fire to break enemy fortifications. The Deathshricker is 
>) "ne of the more diaboli¢e examples of these weapons, as bound up 
* within its munitions are howling, malevolent fire-spirits harvested 
from the cinders of Hashut’s sacrificial altars, and it is the hellish 


~ shrieking of thesé'spitits when loosed that gives the weapon‘ its name, 


syair above the battlefield in a storm of fire — fire which has its own 
| terrible hunger for life upon, which to visit its touch. Screaming, 
: . fanged tendrils of flame plunge downwards from the blast and 
; “expend their strength actively secking out victims. The tormented 
spirits are far from discerning though as to whose flesh they burn, 
: and the Chaos Dwarfs must be cautious lest their own Suffer from 
' the wrathful weapon. 


The packed muhiple warheads of the Deathshrieker detonate in the 
4 


In addition to the hellish Deathshricker rockets, the Jauinchers they 
use are also able to fire more conventional demolition rockets if 
needs be. These use densely packed explosive rocket heads with 
delayed fuses in a strengthened iron tube to channel the blast against 
a single point. The rocket mounts a'crown of spikes thardrive the 
rocket into a vertical wall and hold it there whilst it explodes. In this 
fashion the rocket can punch through even very dense stone and can 
" make a terrible mess of any large creature that gets in its way too. 


es. & hs we 
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Rocker Battery eo TAS - 
Chaos Dwarf $33 4. 2°19 
Troop Type: War Machine. 

© SPECIAL RULES . 

~ Resolute, Relentless and Contempt - 

2X “ Range _ Strength Special Rules 

Deathshrieker 127-48". 3 Infernal Incendiaries* 


Multiple Wounds (D6) 


Deathshricker R bcket Lawn 


The Chaos Dwatfs utilise a number of different types of gunpowder: 


: Resolving Damage (Deathshricker Rockets Only), 


- 
Firing the Deathshricker: To fire the Deathshieker, cake a 


counter or similar marker (no more than 1" across) and, lace | 
itanywhere completely within the war machine's ih af 


fp?) 4 
& 


outside of the Deathshricker’s minimum range and 
maximum range. : 


This target point cannot be placed over friendly unigs or enemy 
modgls from a unit that is engaged in combat with friendly unit 
The weapon may however strike friendly targets by mistake i 

as shown later. _ Sa 


Fate 
ay 7 


Once the marker has been placed, roll for scatter using a Scatrer : 
dice and an Artillery dice. Ifa Misfire is rolled on the Artillery. ~~ 
dice, something has gone dreadfully amiss. Roll on thé Black 
Powder Misfire chart - see the Warhammmeér rulebook. 


If there is no misfire, and a ‘hi’ is rolled on the Scatter dice, the 
rocket lands on its intended target and the number on the Artillery 
dice is ignored. If an arrow is rolled, the shot has scattered of 
elsewhere. This is carried out as normal for a war machine dn” 
summation, move the target marker a distance in inches equal 


to the result on the Artillery dice ifthe direction shown on the 
Scatter dice. 

5 ‘cae 
“a 
The maleyolent ammunition of the Deathshrieker means fare 
operates somewhat differently toa normal war machine. Tf the 
target marker is directly in contact with a unit or model after ‘the ~ 
shot has-been resolved, place the large (5") template over the*~ 
target marker and resolve a hit against any model touched byit. 


If the target marker is not in contact with a unit, roll another : 
Artillery dice. Ifa Misfire is rolled, the rockets explode harmlessly 
in the air, the spirits seream and the shot is wasted. Ifa number is 
rolled, the target marker is moved towards the nearest unit (friend 
or foe) a distance equal to the number rolled on the dice, and the 
smaller 3" template is placed where the target marker lands, Any “y . 
model touched by the template is hit. Note this latter effect may. 3st \y 
result in a nearby unit being ‘overshot’ ifa high number is rolled. 


In the case that the initial shot misses and two or more units are 
eligible for the direction of the rockets secondary target ( 
same distance away from the target point) 
choose which is targeted. 


being the 
» the firing player may 


Infernal Incendiaries 


The hits caused by this weapon have the Flaming Attacks special 


rule; and any unit which suffers casualties must take a Panic tesvif 
they are eligible. . 


Demolition Rockets 

Deathshricker launchers may be used to fire special demolition 
rockets instead of their normal loads. These rockets inflict their’ \ * 
damage on a single model on which they land, rather than explode) 
in the air like the Deathshrieker and are not subject to its special { 


a ee 
scatter rule. If the rocker fails to land directly on a model; then the: ” : 
shot is wasted. Te 6S kc NA ae 
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Dreadquake Mortars are amongst the largest and most effective of 
all the mighty siege weapons deployed by the Chaos Dwarfs. They 
rank alongside other such mighty bombards and cannon able to 
tehd theearth and‘smash through layered stone fortifications as if 
théy were kindling. The Dreadquake’s deadly projectiles are fired by 
Steam pressure that is generated by a boiler and contained within a 
pressure vessel — conventional gunpowder being far too dangerous 
given the volatility of the Dreadquake’s unique and powerful shells 
AS a consequence it takes quite a while for the machine to generate 
enough steam to fire a single shor — limiting its potential in battle. 
But even on the open field it is a supremely dangerous weapon 
against large and static targets and if successfully fired against enemy 
infantry, it can-wreak carnage as more thanone Orc tribe of the 
Worlds Edge Mountains has found to their cost. 


Resolute, Relentless and Contempt 


Range } Special Rules 
(10) Multiple Wounds (D6), 


yu aa 


Dreadagaake 12°-72 


Armour Piercing, Quake!, 


Slow Reload 


Firing the Dreadguake: 


eadquake Mortar is fired exactly like a Stone Thrower (see the 
ér rulebook) with the following exceptions and the profile 


owder Misfire chart is used when the weapon misfires, 


bit all rolis‘on che Chait arc reduced by -1(!) in ordér to reflect the 


denzers of ¢ Drcadquake shells, 


MY 


| Te AVART mee). 
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The Dreadquake’s shells are of a secret construction whose arcana is 
the sole preserve of the Chaos Dwarf Sorcerer Lords and prophets 6f 
Hashut. When fired from the Dreadquake they burst into a roaring, 
blood-red light, and when they strike they explode, shatterin 
buildings apart and smashing into the ground like a hammer-blow 
from the gods, bleeding crimson energy from the wounded earth. 
These shells take the form of metal spheres and are so heavy and 
unwieldy that an Ogre commonly forms part of the machine's crew 
in order to speed up the loading. 
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| Slave Ogre 6543 2. 4 


Troop Type: War Machine. 


Quake! 


All models in a unit suffering casualties from a Dreadquake Mortar 
in the previous turn must Pass a test exactly as if they were moving ag 
through Dangerous Terrain if they wish to mave (including charging, 4 
reforming, characters leaving the unit, etc) or use Move or Fire é 
weapons in their next turn. War machines are treated as Chariots in 
this respect. 


Slow Reload > ; 
‘The shells used by the Dreadquake Mortar are huge, temperamental am 
and cumbersome, making the weapon slow to reload. Unles$a Slave ; 
Ogre is present as a part of the war machine’s crew, after the Mortar | 
has fired once, you must roll 43+ on a D6 whenever you wishito fi 

ic again. If this roll is failéd, you may. not fire this tum but may fire 
again normally next turn: 


> eal Pre: Wt TP : ) uf je 
. We wid remake the wirld ints Pur domian, a lind of chide 
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mh and the blackened bones of dr ernrenri: i Mntre Oday we 
>. Team and thdie bréken birdies that cower at iny fect 
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urguably the ilest an most treacherous of all the Goblin and 

re kin, Hobgoblins are taller and leaner than ordinary Goblins, 

< ny jowhere near as burly and brutal as Ores, In fact, their whole 
“appearance is emaciated and vicious ~ with narrow eyes and sneering 

“Mouths full of pointed teeth thar smilemoon-wide in an idiotic 

Brin at the merest stiggestion of sadistic violence in the offing. The 

08, Dwarfs long ago realised the Hobgoblins were a servile, 

- «craven, malevolent and generally despised race, and so adopted 

the Hobgoblins of the Dark Lands as eminently suitable lackeys 

and disposable minions ~ in particular as slave masters, overscers, 

tribute-collectors, and even when pressed, as warriors. Hobgoblins 

are universally loathed by other greenskins, and only their relentless, 

‘twitchy vigilance and the protective shadow of their masters stops 

the other Orc and Goblin slaves from tearing them apart. 


> 


2 i 
‘ Whilsc far from the best troops — in fact generally varying wildly 
between feyerish violence and debased cowardice, they are too 
weak-willed and untfusting even of each other to mount any kind 
of cohesive rebellion and are so hated by other races their loyalty is 
©, assured ~ after a fashion.The Dwarfs of Aharr don’t make much of 
an efforr fo equip their Hobgoblin troops on the basis that they are 
livelé more than battle fodder, and can be relied on to largely look 
4 iembelyes (in other Words pilfer loorfroithe battlefield and 
, “lich other), Hobgoblins, given thechoice, which they rarely have, 
favour razor-sharp curyed blades all che better to stab their foes in 
the back with and watch the blood flow, but if pressed into direct 
ybat ofer enever-possible to fight from a distance using 
1d then to pounce on an unwary or crippled foe. 
RAP 1 een 
piterul infighting and backstabbing within the 
Oblins will chrow up a particularly successful and 
6 will tisé:to prominence and style themselves ‘Khan, 
I the wilder nomadic Hobgoblin wolf-clans of the Eastern 
tes alk ing killers can prove useful for marshalling their 
i fai Barc : burthould they prove too successful and are seen as 
“even the remorest chrear to their Chaos Dwarf master’s: dominance, 
they will most likely end up impaled over their lord’s gatepost as.a 
of the rewards of getting ideas above their station, 


Fi bbe bli 


SPECIAL RULES 
Hobgoblin Animosity ' 
Disreputable and fractious, H 
tendency to fight among the 
is a problem, 


NT as 


obgoblins, like most greenskins, 
mselves even in the midst of bat 
which given a Hobgoblin’s propensity for murderous 
spite and self-serving cowardice it is only their deep-seated fear 0 
their Chaos Dwarf masters that can enforce them back into some 
semblance of orders SAY ae 


Unless a Hobgoblin unit is already in combat, fleeing, under fiye 
models strong, or unless a Chaos Dwarf or Bull Centaur unit is a 
_ within 6" of them at the start of the turn, you must rollaD6and ; 
consult the following chart for each Hobgoblin unit. Roll separately ee 


for cach affected unit at the start of the turn, 


D6 Result ; ; ay 
1 We'll get a better view from further back! -— ‘ 

The Hobgoblins’ cowardly nature comes to the fore and — 

they immediately must take a Panic test. If this is passed 

the unit may act normally this curn. 

Cut ‘em good ‘ 4 ‘ 

The Hobgoblins feel they have a good chance of being on 

the winning side and cating well tonight off the battle’s _ 

victims. The unit may act normally this turn. ; 

6 Bloody Murder! 
One of the constant petty squabbles in the ranks is settled 
with the twist ofa knife in a back or two. The unit suffers 
D3 Wounds distributed as from shooting attacks (these 
wounds however will not cause a Panic test). Afterwards 
they gain +1 to their To Hit rolls for this urn only, and 
may be used normally again. 


2-5 


Backstabbers i 

Of all Goblin kind Hobgoblins are rightly regarded as the most 
devious, cowardly, treacherous and outright murderous, and are 
“utterly distrusted even by their fellow greenskins. These backstabbers 
and cutthroats habitually go around armed with all manner of $ 
man-stikkas, blades, daggers and razors, and for every knife they 
wear openly, it can be wagered there's at least a few more youccan’t 
see concealed about their person, just ready to be plunged into an. 
unsuspecting foe's back. FRU AS tay ; : 


Ifa Hobgoblin infantry unit with the Backstabbers 
is at least LO models strong and successfully resera 


~ 


Nopgbblin Wélf K.aiders : 
> C a 
Some Chaos Dwarf armies also employ bodies of giant wolf ¢ 
mounted Hobgoblin Rajders as scouts and light cavalry in battle. 
These are commonly drawn'ftom'the more nomadic Hobgoblin 
wibes from the cast of the Mountains of Mourn and isolated bands 
which roam the fringes of the southern Dark Lands. They are lured y 
“into service with'the Chaos Dwarfs as mercenaries, but their new 
lords treat them as no better than slaves regardless. These raiders, 
all bandits and robbers by disposition, are ifanything, even less 
reliable than their fodtslogging kin —their mounts allowing them 
to flee with much greatér speed when the need arises, ‘This tendenéy 
is however outweighed somewhat by their usefulness as skirmishers 
and foragers, particularly to Chaos Dwarf slave-raiding expeditions 


Who must travel far and wide, often into unf 


amiliar and-hostile lands, 
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| Hobgoblin Raider ~ re 1 

| Hobgoblin WolfBoss 43 1 

} Giant Wolf ERS ] 
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Troop Type: Cayalry. 


SPECIAL RULES 
Hobgoblin Animosity and Fast Cavalry 


Cowardly Despoilers 
Hobgoblin Wolf Raiders gain +1 to their combat result on the 
first turn of combat if they successfully charge an enemy in the 
tear or flank, but if they aré themselves charged, they suffer a 

+1 to hir on the first urn of combat. This rule applies to the 
Hobgoblins themselves, including any Hobgoblin character in 
the unit, but not to theis wolves! 


e j | 127 i 4 { 1 aes 
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Chaos Dwarfs are arrogant, malign and paranoid beings who will 
bend their knee to none but their Father of Darkness, Hashut. The 
desires of their Sorcerers and Daemonsmiths are for power and 


Only the greatest of the Sorcerer-Prophets is able to forge these 

monsters of metal and flame, and the process is both costly and 
arduous in the extreme. This limits their number, making them 

almost the stuff of legend. But with the dark imaginings and limits 

of deadly craftsmanship the only end to the terrible forms a K’daai 

can be fashioned and shaped into, there have been those of Hashur’s 
priesthood who have met their cursed doom early, as the power 

required to make their glorious vision real has slipped from their 


domination, and for weapons and soldiers that will make them 
invincible — and it is from this desire thar the K’daai Zharr — the 
scions of fire, were born. Rather than summon Daemons all but 
uncontrolled as a human sorcerer might or parley bargains with the 
greater fiends of Chaos, priests of Hashut have long sought to enslaye 
the Daemon they summon by binding it into weapons and armour, 


grasp. 
War machines and constructs, thus harnessing and controlling 
them to the Sorcerer’s will and giving them form. With the K’daai 
they have sought to do something more, to create a race of beings, M WS BS*S. T awe Ld 
halfdaemon stuff and half raging fire drawn from the magma of K daai Fireborn 6° 40,2) 150 haae ame 27 

: the deep earth and birthed in the boiling blood of Hashut’s burning + | K’daai Manburner 6 4) 2°'S = 45) Sia 
Sacrifices, given form and-contained within an armoured framework Kdaai Destroyer 9 <5. (3-27 6 eaeeeeente 8 
Ofarticulated-iron and tune-stamped bronze. The High Priests of 
Flashut have sticceeded almost too well in the K’daai, for they are 
almost mindless, elemental forces of destruction, and need to be laid Troop Type: Monstrous Infantry (K’daai Fireborn and Manburner) 
torest as cold and silent metal until they are required in battle, where Monster (K’daai Destroyer) 
2 they burn bright and terrible, but briefly. 
SPECIAL RULES ‘ 


Unstable, Unbreakable, Fear and Flaming Attacks 


Blazing Body 
Any model (friend or foe), except another K'daai, in base contact 
with a K’daai at the start of the Close Combat phase takes an 
‘ automatic Strength 4 hit. This.is counted as a Flaming attack. In 
addition, any non-magical attacks suffer a-1 penalty to wound them, 


Bound Fire Daemon 
The Kedaai haye bodies of sorcerous fame bound into shape by 
armour-like frameworks of metal and enslaved by the black arts of 
the Daemonsmiths. The K’daai are counted as Daemons for the 
‘purposes Of any relevant spell or effect against them, and havea 4+ 
Ward savewhich increases to 2+ against Flaming attacks. 


sumés even itself eventually and destroys the bindings 
them in shape. As a result, froriitfhe second game turn 
‘atthe starrofeach turn a Toughness test must be made for 
Unit (roll once for each unit): If this is failed they suffer 
With no save of any kind possible, distributed as pera 


by Wattiors or iron-beasts, such-as gargancuan monstrous bulls 
F nightmarish creations, awakened by mass blood sacrifice ~~ 
‘loose upon the enemy. ~ : 2 


troyer is subject co all the special rules listed previously 
ister and treated as such in the game, In addition italso 
ae 


POF (father chan Fear), Large Targetand Frenzy spec 
f wtacks each rurn, rather than +1, while the 


\ / r % j a 
Vhe WVCAt Janus "gi. 


and birthing ground ig: |) Ae) Ae acne 


The Dark Lands are a dread realm, a haven 
for all manner of monsters and unnataral creatures, but none are 
more sought after by the Chaos Dwarfs than the Great ‘Taurus of 


the Volcanic Heights. The supreme terrors of th 


M ‘WSSS3S).T W 1 .Av ae 
| Great Taurus 6. Ser Oie 6) Sy -4 
crags and craters | Bale Taurus Oise Seen Or LG 6.” gy Foe e 
less a beast than a U 
manifestation of the rage and deathly savagery of the’ Dark Lands 


themselves. To the Chaos Dwarfs, their resemblance, both in form 


ofash and fire, some claim the Great Taurus is 


Troop Type: Monster. 


and molten fury to'the icons of their terrible god, Hashut, Father of 


Darkness, is no mefé Coincidence. SPECIAL RULES "Yt : 
Blazing Body : ee 
In form no two Taurus are ever quite alike, and the mightiest of Any-model (friend enciny)sexcept a Chaos Dwarfusingit asa on. 


them are truly massive beasts that never die except by violence, 
named as Bale Taurus in dark legend. All bear the overall semblance 
ofa huge, winged, daemoniac-bull whose flesh burns with the 


mount, takes an automatic Strength 4 hic arthe stare of thé Close” lee 
Combat phase. Thisas.a Flamjng attack: Additionally, any non- “e 


magical attacks suffer a-Jepenaley To Wound them wae, 5 
intensity of a living furnace sufficient to wreath it in smoke and eiee aie 2 
spark the ground afire beneath its hooves and against which arrow Fuclled by Fire iad comes 
and blade alike perishes to cinders and ruin. To many who would A Great ‘Taurus cannot be wounded by spells trom the Lore.of Fite, ne 
consider themselves wise in such things, the burning:wrath of the In addition, ifthe Great Taurus is the targerof a successfully casrss) & 
Great Taurus is little more than a myth, for sustained by the fires of 


the Dark Lands, these unnatural creatures seldom stray far from their 


earlier in the battle. 
lairs. But those who inhabit the Dark Lands know better. They fe 


spell from the Lore of Fire, it immediately fegains D3 Wounds tose 


ar 


the ash-trailing shadows that might circle the sky, and the plummet Flaming Attacks, Fly, Large Targevand Terror (scé the 
of the Great Taurus like a red-wreathed comet to its prey = an Harhanmersulebook). Breath Weapon {Strength 4 
onslaught no mere mortal creature can withstand. ~ Atrack, Bale Taarus only). me * > Pe Reger 

er a : 


None but the highest servants of Hashut and the most powerful 
of fire-wizards can hope to master these hellish monsters; 

and the infernal stables of the crimson and bronze 

Taurus beneath the great temple of Zharr- 
Naggrund are heated by sacrificial fires kept 
burning night and day to appease the 

sacted beasts kept there. Indeed, it is 

only by means of the most complex 

and dangerous spells that a Cha6s 

Dwarf Sorcerer can even mountsuch a g 
dangerous creature without themselves is 
succumbing to their incinerating heat 

and Voracious appetites, 


. ‘ 
i ?) é Lhe 


oy har t A q - T ' 
. OA ¢ p \- —~ wh > 
he Lesion of Azsirh 
> C > 
“This army list represents the Chaos Dwarf forces that garrison the 
bleak and foreboding Black Fortress in the southern Dark Lands. 


It was this. army of black iron, shot and sinew that confronted 
Tamurkhan’s great harde on the blasted crossing ground, and 


divisions of which would later accompany the Maggot Lord in his for slaves, souls and plunder. To represent this, the following 
yattack on the Empire. Such are the diverse slayes and diabolic war Legion of Azgorh units can be taken as part of a Warriors of 
/engines'of the Chaos Dwarfs that the Legion of Azgorh doesn’t Chaos army using the options listed. 5 
represent the full range of their power, but should provide a mighty : 
vand:characterful force on the battlefield, allowing you t6 field a full- 
*yscale army of Chaos Dwarfs in your games of Warhammer. 


ae 


Using Chaos Dwarf Units in Warriors of Chaos Armies 
As mercenaries and weapon smiths, the Chaos Dwarfs are 
known to sell their services to the hosts of the north in return 


If you are fielding a combined force utilising the Great Host 


Options on page 142, those options take precedence and the 
following options should not be used: 


ee Chaos Dwarf Sorcerer-Prophets, Daemonsmiths and 

Rid , Castellans may be purchased as part of the army's Character 
allowance (as Lords or Heroes as listed) as long as at least one 
other non-character unit of Chaos Dwarfs, including war 
machines, etc, is also taken. Chaos Dwarf characters may not 
4 be the army General (and so at least one character from the 
Warriors of Chaos list must be taken), 


One unit of Chaos Dwarf Infernals may be taken asa Special 
choice for every Sorcerer-Prophet or Daemonsmith also taken 
in the army. Magma Cannons, Deathshrieker Rockets, Iron 
Daemons and Dreadquake Mortars may-be taker as Raré 
cheices in the army. 


dha ’ ’ 
“7 . 


ARMY SPECIAL RULES 
Chaos Dwarfs fight with grim malice and are 


Daemonsmith ; 
(Chaos Dwarf Daémonsmiths are Immune to Psychology, and have 
both the Infernal Engineer and Sorcerer’s Curse specialrules, 


~ 


_Contempe 


“ ‘cRreee'that i cdlled: D3 woun aaa ite 


Chaos Dwarfs despise all othet forms of life and see them as.nothing crew(or on the machine teself in the cas ie 
»miore than contemptible fodder to be exploited and disposed of as dark forces within rebel against their binding? a. Le 
nteded. They expect their ‘lessers’ to show cowardice ahd weakness ; ies ey, 4 


in battle and be restrained only through fear. 


Infernal Engineer; A mbdelwich this rule Ait is within 37 ef oe of 
their army's war machines and‘nor mounted on dmonstet4s Mages ae 
to takea“Look Our Sirrollias if they were in a whit of five Opn 
models. In addition, oné war machinethat is within 3% of an nal 
Engineer may re-roll one Scatter dice or one Artillery dice per torn If 
__ the Infernal Engincer ises chis re-roll ability, hey cannar shot with 


Asa result, Chaos Dwarf and Bull Centaur units are not subject 

. to Panic tests caused by friendly units which are destroyed or-fail a 

Break test within 6" of them, unless the unit destroyed or broken is 
itself a Chaos Dwarf or Bull Centaur unit. 


_gtheis own missile weapon in the same Shooting phase.; “7 2 eg “é 
Characters with the Contempt rule May not join units other than those soi me 


ee? 
fas. : : TH 2 tek 
~~ which are also subject-to this rule, as well as any normal restrictions, ; ilk eos ¥ 


 Sorcerer’s Curse: Chaos Dwarf Sorcerers pay a terrible price for their 
powers, be they Dacmonsmith or mighty prophet of their.dark god 
Hashut. Their bones and flesh slowly petrify over time into unfeeling, 
blackened stone. Each time the magic they command slips from their 
8Fasp for but an instant, this curse punishes them further until one day 
the Sorcerer is trapped screaming silently within a prison of their own 


me immobile body. Whenever a Chaos Dwarf with this special rule suffers P Chaos Dwarf 
= ie a Miscast during the game, after resol¥ing the cffects of the Miscast 


Death 
~* = on them ndrmally, they must take a Toughness test. If this is failed ! 44% 
_ they suffera single additional wound which may not be prevented in 7 4 
a “any way (even by Ward saves, etc). Howéver, the first time they suffer 
f 


. ) = 2wound in this manner, they also gain 3 bonus of +1 Toughness for 
< e tthe rest of the game ~ should they survive Subsequent failures simply : Stronghold F vse 
ee Mochi dey sald tbe Dominion / Ownership olcano / Fury 


" 4 oe ce 
: . ‘i ‘¥ 
¥ : ‘ 


es may be towed by Iron 


may notmove normally “. * Fs y 
at (this may simply mean 0 = 
ing on the model). War Z 2 


Drazhoath the Ashen, Prophet of Hashut 


Lo brds 


MOWS BSifStoT Ww 1 Ay sad Troop Type ; 
Drazhoath BeiG 40 Saye tS P14s 2 35-70 Drazhoath (Infantry, Special Chasen 
Cinderbreath OUNRS Pe sOsye OFM, - "Sie Fee Cinderbreath (Monster) 
Magic Special Rules Mount 
e Drazhoath is a Level 4 e Resolute ¢ Drazhoath rides Cinderbreath, the Bale Taurus, It is a particularly powerful 
Wizard and uses spells e Relentless Bale Taurus with an increased profile (as shown), and a Strength 5 Flaming 
from the Lore of Hashut. —e Contempt Attack Breath Weapon but otherwise is identical to the Bale Taurus rules 
e Daemonsmith shown on page 185. 
Equipment e Dark Renown 
e Blackshard Armour 
e Hellshard Amulet 
e Daemonspite Crucible 
e The Grayen Sceptre 
Sorcerer-Prophet 265 points 
M WS BS S. T W I A Id Troop Type 
Sorcerer-prophet OM epee De 5 « De eS = A ( Infantry 
Great Taurus O25 TORRE Sum cant h Sy eth G Monster 
Bale Taurus Gy) age ORG /s AST Stu VAN sGts Monster 
Magic Special Rules Options 


e A Sorcerer-prophet is 
a Level 3 Wizard. They 
may chose spells from 
the Lore of Hashut, Fire, 
Metal or Death. 


Equipment 
e Blackshard Armour 
e Darkforged Weapon 


e Resolute 

© Relentless 

e Contempt 

e Daemonsmith 
e Sorcerer's Curse 


e May upgrade to a Level 4 Wizard 
e May take Magic Items up to a total of 
¢ May be equipped with any of the Sabha 
- Pistol... gussvansvabsastathetesocbisart@ntsdhiccematage 
2 Naphths Borate ae 
- Blood of Hashut (ont mel 
¢ May ride one of the following mounts: 
- Great Taurus (see page 185) 
- Lammasu (see Warhammer Storm of Magic) 
- Bale Taurus (see page 185) 


seeee ) POINTS 


=e ‘ 


: vA t ‘Daemonsmith Sorcerer 
aan : —_ 
“Sy Magic ; 
e The Daemonsmith is.a 


Daemonsmith Sorcerer . . 
~M WS BS § 
ome, MS £o 


* Equipment 


¢ Blackshard Armour 


| : Herbs 


Wea ace ng ‘Troop Type 
ies ara Se) Infantry 
‘ 
Options 


¢ May upgrade to a Level 2 Wizard 


~? Level 1 Wizardand may e Ensorcelled Hand * May take Magic Items up toa total Of occ 
‘ ; choose their spells from Weapon e May be equipped with any of the following: 
S the Lores of Fite, Metal - Pistol 
Mi or Death, Special Rules NG BAORUBONIDS snairscnuitesoanned Meteo icodut priate (rsssinernshb lS POInt ye 
} . e Resolute ; 6 fae it, 
‘ " e Relentless ? 3 
: e Contempt : 
e Daemonsmith " 
e Sorcerer's Curse , 
\ <A Boa : . 5 sae if BARE Ps 
am 
Infernal Castellan 105 poirits Me 
M WS BS: S\3 Tisw A Ld Troop Type ae 
Infernal Castellan 376 4a SD 306s Sg Infantry Meee’ 
. 
Equipment Special Rules Options 7 , 
e Blackshard Armour e Resolute e May take Magic Items up to a total of : 
e Hand Weapon Relentless e Maybe equipped with any of the following f 
e Contempt wr 
e Stubborn vied points, gee 
i - Great Weapon . 


S points 


= NPULEBIAIVE, Aneicnssicitncciottiachieentue em ucnkeae ssatcaions tCceve cece eae et 15 points 


Upgrade — Battle Standard Bearer 
One Dark Castellan in the army may be upgraded to'carry 
army's general even if they have the highest Leadership v: 
limit), but in this case may not carry other magical items 


alue in the army, The Battle Standard Bearer can have a magic banner ( 


the Battle Standard for +25 points. This Battle Standard Bearer may not be the 


ho points 


“Hobgoblin Khan 


MWS BS: 4S.) JE. Ww 
Hobgoblin Khan eee 3) a Aa LD 
5 Equipment Special Rules 
e Hand Weapon e None 


¢ Throwing Knives 


He VOCS 


A Id Troop Type 
+ 3 7 Infantry 
Options 


- Additional Hand Weapon (ifon foot only) 
- Spear (mounted only) 
May ride a Giant Wolf 


A Hobgoblin Khan may not be the army General, and therefore a Chaos 
Dwarf character must be included to lead the army. 


Bull Centaur Taur’ruk . 
M WS BS S$ T W 
7 4 


, Taur'ruk Seer She aS 
Equipment Special Rules 
e Hand Weapon e Fear ; 


e Heavy Armour e Contempt 


e Scaly Skin (5+) 


J55 points 
I. A Id Troop Type 
4 45.9). Monstrous Beast 
Options : 
e May take Magic Items up'to\a toml of .....22. 2 50 points 


e May be equipped with any of the following: 
- Blackshard Armour . 
- Shield 
- Additional Hand Weapon 
- Great Weapon 


A Taurruk may only be included in the army if at least one unit of Bull 
Centaur Renders is also included as part of the force. It may not be the armys 


General, and therefore a Chaos Dwarf character must be included to lead the 
army. 


| 


eee “i pe: es MO, 
a Ger ay 
Chaos Dwarf InfernatGuard 12 points pet model’ ae 
Bee) sick, a _M WS BSS So Ts We PL aA Id Troop Type : mf Mg a PE eRe 
“eg Mnfernal . MMR T Os AU Bic, daz septs -g Infantry mar my fs 
way . Sr cS Baas Va OS Reg Infantry 
Unit size: 10+ Special Rules Options — s 
aay nt e Resolute e The unit may also have one of the following: js Ree 
Equipment e Relentless ~ Great Weapons srcesseatiersens Meatenesencinniuuresiges 3 points per model : 
¢ Blackshard Armour? e Contempt * BARC RRB Yea ssa saceaas dbs. scion nidonsiliogrsde oiaomceee eine 5 points per model ane 
+ Hand Weapon ~ Hailsho Blutiderbusses® sacccsssusdlcncvucmamuneae 6 points'per model. > ye 
») @ Shield : in i 
eA. . ¢ Upgrade one Chaos Dwarf Infernal toa Standard Bearer 10 points t ia 
reat * Upgrade one Chaos Dwarf Infernal to a Deathmask ? 12 points 
. ‘ be + TheOverseer may be equipped with a pistol for 2 points ) * EOF 
e and/or a Naptha Bomb’ for 5 points. S : 3 
: e One unit of Chaos Dwarf Infernals in the atmy may haye a magic standard Z 2 
See Equipment page for further information. WOR PEO smcsticttertrasruile tig Burclulubaeeacbe. coke Rea 50 points ee 
- Hobgoblin Cutthroats 4 points per trodel 
MWS BS. S-Bilee W. 1. A> Id / Troop Type > we 
Cutthroat SIS OP SRR PY 2 pa ae Infantry ; ss 
Murder Boss Bg 3 33. 1 3 Infantry wi 
Unit size: 20+ Equipment Options \ ; ' v 
e Hand Weapon © May be equipped with shields issssssnsssssasdssmeneccee.. 2 point per model 


e Light Armour 
e Throwing Knives 


‘Special Rules 


-e Hobgoblin Animosity 


e Backstabbers 


e May be equipped with one of the following: 
- Additional hand weapons... 


baveiattnn eee % point per model 
-» BOWS ws.scses0es! tsessecttescacenccobebascgeenanonesiocscetcurteysceesracansseenc eae 1 point per mode} 
e Upgrade. one Hobgoblin Cutthroat to a Musician 4 points ae 


8 points : ; 
‘hiecippies aoe 10 points i ee 
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: _ Chaos Dwarf Infernal Ironsworn 


es Ma WS: BSS TE OW. AC era Troop Type 
Infernal Tronsworn Deo iS ee AC ATS 2S Pg Infantry 
“Deathmask =| Geos AS esa 2 2-9 Infantry , 
“Unit size: 10+ Equipment _ Options: 
3 e Blackshard Armour e Upgrade one Infernal Ironsworn to a Musicantel 
: e Shield e Upgrade one Infernal Ironsworn toa Standard E 
SERIE e Ensorcelled Hand e Upgrade one Infernal Ironsworn to a Deathmask s 
y Weapon e Any unit of Infernal Ironsworn — have angi standard 
WOrtH UP CO...seesessscscescees bes hee 
sats Special Rules : Y ee npee 
e Resolute ; ee 
> e Relentless : : a 
” e Contempt 


y Bull Centaur Renders 


: M WS BS S T W I A ld Troop Type 
Bull Centaur Render Ue Re oe eA EDS. Sie Shp Pee B Monstrous Beasts © 
Bull Centaur Ba’hal OG EE Say Pe RS eae ie Ya Pea ~ Monstrous Beasts 


\ . 


Unit size: 3+ - Equipment : Options- : : aes 
; : ¢ Heavy Armour - -. @ Maybe Bia, with: eShieldss ee bse: 
= e Hand Weapon ¢ May be equipped with one of the following: “ 
Gat - - Additional Hand Weapon ee se 
ee _ Special Rules - Rowe - Great Nes 
nike athe © Scaly Skin'(5+) 20 Spends 
Dei a on MO e Contempt 
ick Sees e Fear ee e Upgad: one lender cos eee Se Sa Shes 


SS See OG oe Thee Neate : - -_@ Upgrade one Render to a Ba‘hal eer NE Te er eee 
FE ary Sag ain e One unit of Bull Centaur Renders may have a eae ae 
magic standard worth ne to : 


\ . Sry ee 


eker Rocket Launcher 


4 


Equipment (crew) 
« Heavy Armour 


¢ Hand Weapon = 


Special Rules» 

e Resolute be 
e Relentless 

¢ Contempt 


; - 


emon War Engine . - 
Cp SRR “MWS BS § 
Bee te Vick 
oe AD 53 


Special Rules _ 
_ © Unbreakable | 
oe Terror ~ 
_ e Large Target’ 
zm ° Lumbering and 
_ Unstoppable - 


© Impact hits (D6+2). 


eae ‘The Magma Cannori may be founted on aSteam 


e The Deathshrieker Rocket may be Hellbound 


Opa 00" hao a 
veces 


Iron Daemon is in the AMY versessicerecarsrgnee 


—e 8 “ 


: ‘The Magma Cannon may be Hellbouttd Janus : . 


‘ " : 
a" 


Ld Troop Type _ 
he War Machine 
SRC eee 


Options y } : RS 
» The Deathshricker Rocket may be mounted on 2 Steam Carriage 


oné Iron Daemon is in the arty snsuididnmnnineecccmeencee 
ORO R nese we eneentede, 


285 points 
Troop Type — iF 


ore oe ~ Unique unit 

95 

Options : ee a 

e The Iron Daemon may be Hellbound Sani eerie points ~ 
(in this case only the impact hits and Thunderstomp of the machine, not the 
crew, become magical attacks) - Tey oe ON 


s 


os 


e The Steam Cannonade may be replaced with a Skullerackerece....-+30 points 


Hobgoblin Wolf Raiders 


M WS BS-S T W I A Id Troop Type - 
Raider AMIS ioy Se Smear Der Lae Cavalry 
Wolf Boss Ae 8 BRS Y S| | il ea ae ENG Cavalry 
Giant Wolf Dishiot Or Sa iS es |S mayer 
Unit size: 5+ Equipment Options woe 
e Hand Weapon e May be equipped with shields (the unit will no longer be counted. ; 
e Light Armour as Fast Cavalry) .csscos.sscaesasishssrcatetosste oa le ean 1 point per model ke: 
e May be equipped with one of the following: . "ae 
Special Rules shy DPCALSi ssssvessarPree teria 1 point per model : 
e Hobgoblin Animosity BOWS. sssceeeecbennessesoseseerstscc/7101 OTE Te 2 points per model oe 
e Fast Cavalry e Upgrade one Wolf Raider to a Musician Domne 
e Cowardly Despoilers e Upgrade one Wolf Raider to a Standard Bearer., 10 points 
e Upgrade one Wolf Raider to a Wolf Boss .issssisimannemensinsnesee. 10 points 
Dreadquake Mortar 195 points 
MWSicBS- Si. .T 3W IAs 1d. Trodp type 
Mortar . TEENS 9 te Ph ae War Machine 
Chaos Dwarf Bera eet. Fath Se ADA E)n 239 : 
Slave Ogre Git tee ety ated | RI GD vi TR 
Unit size Equipment (Crew) Options 
One Dreadquake Mortar e Heavy Armour e The Dreadquake Mortar may be crewed by an additional. 
and three Chaos Dwarf (Chaos Dwarf only) Slave Opgtesiisisissessetscneecisialeegectndeyeetenccicatct ean eae +20 points 
crew. Ba e Hand Weapon (note this adds three extra wounds rather than one), 
e It may be mounted on a Steam Carriage ifat least one Iron Daemon 
Special Rules is in the army 
e Resolute 


e Relentless 
e Contempt 


Special Rules 
(Dreadquake only) 

e Multiple Wounds (D6) 
e Armour Piercing 


e Quake ! 


e Slow Reload 


e The Dreadquake Mortar may be Hellbound... 


+a 


Pia on 


Rave 3 


e Wall-Ripper 


_ Kaai Destroyer - er, ae 
BRE es ees | M.WS,BS-.S T W I-A Yd Troop Type is sas j 
tH: skal Destroyer BX 3° 7). 6 ee RR Monster ei 

aa 

SK daai Destroyers may only be included in the army ifa Options 
ee Daemonsmith is also present. e None r 
: 
te” Unitwine ts Special Rules y 

One Kdaai Destroyer ¢ Unstable 
: e Unbreakable 
mi Equipment e ‘Terror 
© © @:Spite and hellfire e Large Target : 
(handwWeapon) e Flaming Attacks 
' e Blazing Body 
e Bound Fire Daemon 
2 ¢ Burning Bright 
; e Frenzy (D3 Attacks) 
Hellcannon As pet Warhammer Armies: Warriors of Chaos 205 points 
> a 
a ae zs - 
Chaos Siege Giant 275 points. 
MWS BS. S) Bis Wil. A 1d Troop Type fone 
Chaos Siege Giant Dae HATS). IO Su SNeRIO LAS Special 10 Monster 
Equipment Special Rules Options = 
¢ Hooked blades, e Large Target e Runes of Hate +25 points 
Picks, chains and -e Terror e Scaling Spikes +10 points 
tage (hand weapon) ¢ Stubborn 
e Siege Armour ¢ Immune to Psychology 
e Fall Over A Chaos Siege Giant is a Rare choice for either a Warriors of Chaos or a 
‘ e Chaos Siege Giant Legion of Azgorh army. | 
- Attacks 


« ike Pasa ls lla 


Th C 6 VE of Ha 4 hut 


KILLING FIRE (LORE ATTRIBUTE) 

The flame of Hashut kindles best in living flesh, and always 
hungers to destroy. Ifa magic missile or direct damage spell 
from the Lore of Hashut is targeted on one or more models 


. with the Flammable special rule, the Wizard adds +D3 to their 


casting total. 


Breath of Hatred (Signature Spell) Cast on 6+ 
Thesorcerer’s malice infects his chosen allies like an insidious malady, 
spurting thenz on to ever-greater depths of cruelty and savagery. 


Remains in play. Breath of Hatred is an augment spell with a range 
of 12". The target unit becomes subject to Hatred while the spell 
is in effect. Alternately, the Sorcerer can extend this to affect all 
friendly units within 12", but if they do so the casting value is 
increased to 15+. 


1. Burning Wrath Cast on 6+ 
The sorcerer calls on the fires of the deep earth and conjures forth a 


> torrent of burning lava to immolate their enemies. 


Burning Wrathis a magic missile with a range of 8". It inflicts 
126 strengeh 6 hits which count as flaming attacks. The Sorcerer 
can increase this to 216 hits, but if they doso the casting value is 
increased ta 12+) ) 


2, Dark Sabfezadion Cast on 8+ 
Irconue the powerp! Frashat. leva of tyranny, the sorcerer wields their 
master tare i ateraat force to crush the will of their foes. 
Dark Subjugation ‘ea hex spell with 3 range of 24". The target unit 
must pass @iseadepshipitest at -3:or suffer a permanent reduction of 
-1 (6 thet: Headersnip forthe rect of the game (toa minimum of 2 

0 their Laadership foxthe game ( ) 


duis Spell Unbreakable units are immune 


ae 
Ny 


9 the 


3. Curse of Hashut 


Channelling the malediction that inflicts his own twisted body, the 
sorcerer turns the dark curse of Hashut on others, causing their bones to 
petrify and their flesh to grow brittle and crumble to duh 


The Curse of Hashut is a direct damage spell witha range of 18". kk 


targets a single enemy model of the caster’s choice (even a’ehatacter 
in a unit). The target suffers a number of hits equal to 2D6 minus 
their Toughness score. Hits from this spell cause wounds ona4+, 
with no armour saves allowed. 


4. Ash Storm Cast on 12+ 


The sorcerer calls down a hellish storm of choking hot ash; scalding and 
blinding anything unfortunate enough to be caught in its path. 


Ash Storm is a hex spell with a range of 24". The target unit suffers 

-1 to hit in close combat and -2 to hit with shooting attacks until the 
start of the caster’s next Magic phase. In addition, the target unit may 
only use its basic move and may not charge, march or Aly. The unit 
also treats all terrain (except impassable terrain) as dangerous terrain 
while the spell’s effect lasts. Wizards cannot cast magic spells except 
on themselves while under the effect of this hex. Any unit under the 
effect of the spell is treated as being Hammable. 


5. Hell Hammer Cast on 13+ 
the sorcerer manifests the power of Hashut as a thunderous ram of 
roiling energy in the shape of an immense bu rning black hammer or 

a monstrous bull’s head, which they can unleash across the battlefield 
with crushing force. 


Hell Hammer is a direct damage spell. To determine what is hit, 
extend ajstraight line 3D6" within the caster’s front arc and directly 
away from their base. Each model in the way (determined as fora 

: bouncing cannonball) must take an Initiative test or suffer a Strength 
6 hit causing multiple wounds (D3 wounds), Any unit suffering 
casualties from this spell must immediately take a Panic test. The ~ 
Soréeret may chodse to double the Hell Hammer's range (making 
the line’s distance twice the toral rolled). If they do so, the casting 
yale of the Spell is increased to 18+. 


6. Flames of Azgorh Cast on 18+ 
Fire leaps from the sorcerer’s eyes and mouth as they call upon the 
most terrible incantations of fire and destruction, the ground cracking 
open arid boiler magma exploding forth in a devastating eruption at 
theix werd. ~~ % 
Flames of Azgorh isa direct damage spell which may be cast on 
» any point on the table within the caster’s line of sight. Place the 
$mall (3.8) round remplate with the central hole on the chosen 
farget point — thecemplate then scatters D6" (remaining on target 
iA shit*is rolled). All modélstguched by the template suffer a 


tiple Wounds (D6Y special rules. In addition, the model 
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Cast on 104 | 


sundenthe joleih the template must take a Toughness teste oa 
agright with no saves.of any.kind allowed. The ~ 
se the power of the Flames of Azgorh: 
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_- (Chaos Dwarf only, Magic Weapon) 
This black-hafted hanimer bears the horned rune of Hashut, Father 


e _ * of Darkness, anitdiasbeen carried into battle for centuries by the 


champions of Zhaty-Nageriind. Its burniing wrath is terrible and can 
sunder the strongest armour and pulverise the bones of Ogres as easily as 
> the brittle limbs of Goblins. ‘ wae 


“+ Close conibat attacks made with this weapon are at +2 Strength. 
_ Any Flaminable model successfully wounded is killed outright, 


~ Dagger of Malice 
(Magic Weapon) 3 
Said to have been found in an ancient barrow néar the Plain of 
Bones, this hooked blade whispers thoughts of murderand.violence to 


any that grasp its hilt. Tes edge has never dulled, no matter how many 
Lives it has taken. ; ; 


20 points 


The bearer of this weapon suffers Hatred. 


_ Dark Mace 
(Magic Weapon) 
the origins of this strange weapon have been lost to myth and legend, 

* but it isknown to have served many masters down the years. The 
weapon smoulders with a dark power that seems to eat the light around 
it and devours the warmth of its victims, leaving them withered husks. 


Close combat attacks made.with this weaporhave Killing Blow, and _ 
in addition once per game, the bearer can inflict an automatic wound 
on every model in base contact; including their own mount, with no 
armour saves possible: % 
~ Armour of Bazherak the Cruel 
~ Legend has it that Bazherak was an infamous Castellan-commander 
&) . ofthe Tower of Gorgoth during the wars Against the Great Empire 
of Nehekhara at its height, long before Nagash doomed its people. A 
general and slave-lord without peer, he threatened the dominance of 
the Chaos Dwarf Sorcerers and he had this armour ‘fashioned in secret 
to shield him from his rivals. It failed him however when his army was ? 
cut off by a vast Orc horde in the tidal flats on the edge of the Bitter Sea, 
where be drowned under its weight after being driven into the surf, The. 
"armour was later recovered in plunderfrom the Orcs and repaired, and 
“stands as a testament to-arrogant warriors of the price of hubris, 


_ This armour provides a 2+ save 


that cannot be otherwise improyed 
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_ the Chaos Dwarfs have created. These may be used in conjunction | 


60 points ~ 


50 points 
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Stone Mantle 


. 


(Chaos Dwarf only, Talisman) gg eae ecE ae 
Said to have been created from the ‘flayed greying flesh of those St ae 
apprentice sorcerers wha have failed Astaroth Tonbandy the Stone ~ 9" s 
Mantle both preserves the Sorcerer-Lord’s chosen acolyte andveminds ~ 
them of the price of failure, : ERE ASE TEN y, Sag 


at 
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The bearer’s Toughness is increased by.+1,while their Initiative is ne 
lowered by -1 (toa minimum of 1). ; > 


Banner of Slavery 
(Magic Standard) : 
“This mighty standard carries the emblem of the ziggurat of the great 
Temple of Zharr, and is richly embellished by runes of tyranny and 
destruction. Fire and ash bleed from it casting a pall of shadow and 
those under its influence have no choice but to,acknowledge their’ 
subjugation to their dark masters and their inevitable victory. ~ 


_ 8 poins 


All Hobgoblin units within 12" are Immune to Psychology. 


Chalice of Blood and Darkness 50 points 
(Arcane Item) : ‘ 
Filled with boiling blood and cinder ash, this gem-encrusted chalice = 


contains.a powerful curse which can be unleashed to destabilise the 
winds of} magic across the battlefield, drawing their power into its 
swirling depths. 


In any Magic phase the bearer may, if they wish, reduce the umber 
of dice held in both side’s dice pools by D3 each. Roll these dice” 

separately declaring before rolling which applies to which side, Ifa ae ee 
double ‘1’ is rolled between the dice then the bearer suffersa wound ~ r 
with no armour sayes allowed: If they roll a double ‘6’ then the bearer” 


=~ 
may recover a wound previously lost in the game. : 


i ye 
Daemon Flask of Ashak 2 
(Enchanted Item, One use) 
This infamous iron vessel holds within 


One use only. This effect takes place at the start =) 
Movement phase before charges are declare 
18" not Immuine to Psychology or Unbreak aka 
Buildings, structures, Chariots (also including 1 
type profiles) and other war machines wi 
automatic wounds. Note thac 
and so may not be dispellec 
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Giants are mighty but simple-minded brutes whose huge strength and 
callousness alone is enough to wreak havoc simply by their passing. Theiy 
appetite for meat and drink is legendary, as is the destruction their 
rampages can cause, A single Giant is more than enough to devastate 

a village without much effort, and if bribed or goaded mo battle, a 
Giant can smash through ranks of troops and crush heavily armoured 
cavalry with contemptuous ease. The Chaos Dwarfs have not been 

slow to take note of the power and military potential of Giants, and as 
result Chaos Dwarf Sorcerers have long had the idea of bringing Giants 
that they are able 10 Capture or enslave through trickery yor trade with 
the Ogres under their will, and in doing so have been unable to resist 


improving’ upon them in order to make them living Weapons 


The most common result of these modifications is the Chaos Siege Giant 


a mutilated, half Insane creature whose body has been armoured 


against attack by layer upon layer of heavy iron and bronze plates, 


Chav , Siege id UL 


the end result is a towering, tron-clad monster, even more clumsy 

and unwieldy than before, but now all but impervious to arrows and 
shot thanks to its armoured shroud, Likewise suitable weapons such 

as immense hooked blades, steel pick-axes the size of carts and even 
massive weighted chain-flails are lashed or implanted directly to 

the Giant's arms to enable it to scale or tear down fortifications and 
slaughter the largest monsters. Some even are further fitted with scaling 
hooks and chains, enabling the creature's dead carcass to he used asa 
scaling platform should it fall, while the most unfortunate have the 
burning runes of Hashut branded into their armour and flesh, driving 


them to ever greater heights of savagery at their master’ command. 


TRESS 6 FSR Re 


even it is worse than the first. 


A Chaos Siege Giant's armour can be fitted with scaling spikes, 


| moat, ditch or wall (with the Falling Giant template laying across it), 
: now may be crossed by the Chaos player as clear ground. Additionally, 
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Some Chaos Dwarf Daemonsmiths go further when encasing Giants in their siege armour, 
of Hashut which serve to push the weak and primitive mind of the Giant further into mali 
*f subject to the Berserk Rage rule (see the Frenzy special rule in the Warhammer rulebook, 
t In addition, whenever the Giant is called upon to roll for a random number of attacks, thi 


SNe R eases eeeeenseeencenerensseareesenesessssseesessene. 


may prove useful even if the Giant perishes in the attack. Ifa Chaos Sie 


Sablgusdeubesssdbcasvases seveevennsararsenssnsaseassersesesssssassnsssesnszeses 25 POINTS 


s may be re-rolled. The second result must be used, 


hooks and chains to aid the Chaos army’s assault against fortifications and these 
ge Giant with this upgrade perishes and falls over an obstacle such as a 
either leave the template in place or otherwise mark the obstacle, which 
if the Chaos Siege Giant dies at the foot of a building or fortification, 


Chaos models assaulting any garrison across the location of its body (see previously) gain a special +1 bonus to their Combat Resolution. 


SPECIAL RULES: 


Large Target, Terror, Stubborn, Immune to Psychology - see the 
Warhammer rulebook. 


Siege Armour: Chaos Siege Giants are encased in massive plates 
of iron and bronze armour inches thick, alternately strapped, nailed 
and fused into their flesh. This, coupled with the Giant’s bulk, 
makes them all but impervious to arrow fire, although it proves 

less effective against a foe brave (or foolish) enough to get in close 
enough to attack the Giant's less protected thews and vitals. 

The Giant has a 5+ Armour save, which increases to 3+ against 
shooting attacks. 


Fall Over: Chaos Siege Giants, thanks to the fact they are covered 
in iron plates hammered and bolted over their bodies, are even more 
unstable on their feet than ‘unmodified’ Giants. This can prove as 
dangerous to friend and foe alike when several tons of angry flesh 
and spiked metal comes toppling down! 
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A Giant must test to see whether it will fall over if any of the 
following apply: 


____ # Ifit is beaten in close combat. Test in this case after the combat 
results are determined but before a Break test is taken. 


ona e If itis fleeing at the start of the Movement phase. 

-_ an 

ie F 
___e When it crosses an obstacle. Test when the obstacle is reached. 


Es, If the Giant decides to Flail and Crush an enemy. Test 
___ immediately beforehand. 
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To see if a Chaos Siege Giant falls over, roll aD6. On a roll ofa 1 or 
2, the Giant falls over. A slain Giant falls over automatically. 


To determine in which direction the Giant falls, roll a Scatter 
dice. Place the Fallen Giant template with its feet at the model’s 
base and its head in the direction of the fall. The Fallen Giant 
template is a special shaped template which otherwise uses all the 
template rules from the Warhammer rulebook (so any models 
lying completely or partially under it are automatically hit). 
A model hit by a falling Chaos Siege Giant takes a Strength 7 hit 
that has the Multiple Wounds (D3) special rule. If the unit is in 
combat and the Giant has fallen over while attempting to Flail 
and Crush, wounds inflicted by the falling Giant count towards 
combat resolution. 


A Giant that falls over automatically suffers 1 wound. If the 
Giant is in combat, then this wound counts towards combat 
resolution, 


Once on the ground (you may lie the model down if you wish), 
a Giant may get up in its Moyement phase, but may not moye 
that turn. Whilst on the ground a Giant may not attack, but 
can still defend itself after a fashion so the enemy must still roll 
to score hits. If forced to flee whilst on the ground the Giant 

is slain ~ the enemy swarm over them and cut them to pieces, 
stabbing through the chinks in the Chaos Siege Giant's armour. 
If the Giant gets the opportunity to pursue their foes whilst on 
the ground, they stand up instead. A Giant may attack in close 
combat as usual on the turn they stand up. 


binding the metal with the hellish and twisted runes _ 
gnant insanity. A Giant with Runes of Hate becomes 
but note that the other rules for Frenzy do not apply). sf 


Chaos Siege Giant Attacks: Giants do not attack in the same 
manner as other creatures, being too large, fractious and in the case 
of the Chaos-tainted and mutilated Siege Giants, too insane to 
carry out a coherent plan of attack. In order to determine what a 
Chaos Siege Giant does in each Close Combat phase, pick a unit 
in base-to-base contact with the Giant and roll a D6, applying the 
result shown on one of the following tables. Which table you use 
depends on the size of the Giant's victim. When fighting characters 
who are riding monsters, decide whether to attack the rider or 
mount before rolling on the table. 


Legbreaker!: The Giant targets the legs of its outsized enemy 
with its Ripping Blades and Pick, tearing open hamstring muscles, 
severing limbs and slamming their foe into the ground. The 

Giant targets a single enemy model in the target unit that is in 
base contact. The Giant and its victim both roll a D6 and add 
their Strength, and for each point by which the Giant beats its 
victim's score, it inflicts D3 automatic wounds with no armour 
saves allowed. In addition, regardless of the result, any models 
other than the Giant inflicting the attack in base contact with the 
victim must pass an Initiative test to get out of the way or suffer an 
automatic wound from the struggling beasts! 


Smash with Pick: The Giant brings down its Pick on the head of 
an unfortunate victim, most likely leaving little left but a blood red 
smear. The Giant chooses a single target model from the enemy 
unit that it is in base contact with, The target may attempt to avoid 
the blow by passing an Initiative test. If the test is failed, the model 
suffers 2D6 wounds with no Armour save allowed. Ifa double 

is rolled, the Giant's pick has imbedded itself in the ground and 
the Giant cannot attack at all in the following round of the same 
combat whilst it yanks it free. 


‘Eadbutt: The Giant targets a single enemy model from the target 
unit that is in base contact, automatically inflicting 1 wound with 
no Armour saves allowed. If the victim is wounded but not slain, 
then the victim is dazed and loses their subsequent attacks. If the 
victim has not yet attacked in the combat round, they lose their 
attacks this round, or if they have already attacked, then they lose 
all their attacks in the next round instead. 


Yell and Bawl: The Giant screams and howls at the enemy in an 
inarticulate but utterly terrifying hail of abuse. Neither the Giant 
nor models in base contact with them fight if they have not already 
done so this round. The Giant's side automatically wins the combat 
by 2 points. If both sides have a Giant that Yells and Bawls, the 
combat is a draw. 


Flail and Crush: Being too heavy to jump up and down asa 
“normal Giant might when moved to a frenzy of violence, the Siege 


Giant however does its best to mash anything close underfoot 
and flail blindly with its oversized weapons, First test to see if the 
Giant falls over (see previously), with any wounds caused if they 
do counting towards the combat result. If the Giant remains on 
its feet, select a target unit in base contact, That unit sustains D6 


Strength 8 automatic hits. Resolve wounds and saves as 
the armoured bulk of the Giant batters them into the g: 


Ripping Blades: Equipped with massive hooked blades or 
oversized flails mounted on bundles of chains, Chaos Siege Giants _ 
are equally at home smashing apart buildings and fortifications as 
they are sweeping mere mortals into a jumbled heap of torn flesh 
and broken bones. The Giant’s enthusiasm however can sometimes 
mean they prove more dangerous to themselves than the enemy. 


Select a target unit in base contact, that unit suffers 2D6 Strength = 
6 automatic hits, resolve wounds and saves as normal. 


Ifa double 6 is rolled, as well as inflicting twelve hits on the enemy, 
the Giant must immediately test to see if it falls over. Any further 
damage done in this way counts towards combat resolution. 


Ifa double 1 is rolled, something very unfortunate has occurred. 

If this has happened no damage is inflicted on the enemy unit. 

Instead the Giant suffers D3 wounds (no saves) and immediately 

falls over (the chain has wrapped around their neck, they've 
managed to stab themselves or something equally unpleasanthas 4 
occurred). Any wounds caused by the fall count towards combat 5 


resolution as usual. 


Wall-Ripper: A Chaos Siege Giant may always choose to attack a 
and destroy buildings, regardless of the scenario (see page 399 of 

the Warhammer rulebook and use the Watchtower description for 
fortified buildings where appropriate), and may always choose to 

assault the building even if it is occupied, potentially bringingit 
down on top of any unlucky garrisoning troops inside. A Chaos ; 
Siege Giant always attacks a building with the Smash with Pick 

attack and need not roll for a random attack type. 


MAN-SIZED OR SMALLER CHART 
Use this chart when fighting anything not covered by the Big 
Things chart. 


D6 Result 

1 Yell and Bawl 

2 Smash with Pick 
3-4 Plailand Crush 
5-6 Ripping Blades 


BIG THINGS CHART ” 
Use this chart when fighting Monsters, Monstrous Infantry, i oie 
‘Monstrous Cavalry, Chariots, War Machines and anything : aN 
else with the Large Target special rule (except buildings, see cae 
special rules below) and characters riding any of the above. 


D6 Result 

1-2 Legbreaker! 

3-4 Smash with Pick 
5-6 ‘Eadbute 


dbus and malformed creatures, among whom 
de variety of different mutated sub-species and terrible 
_ deformities. can be found. Perhaps the vilest of these are the 
Bile Trolls ~ cursed, tortured creatures with an appalling Ye 


“hunger that can never be satiated. Corrupt of flesh and 

“asennad in living agony, who, unlike many of Father Nurgle's 

» children, receive no respite from the horror of their existence 

» in their dark god's worship. Furthermore, although their 2 
ability to heal fresh injury is less than that of their kin (as 
overtaxed as it is by their own endless suffering), their touch 
isa lethal poison and their corrosive bile rots away living flesh 
in seconds. 


4 The Bile Trolls that haunt the Cold Mires of the Northern 
Wastes, although mercifully few in number shunned and 
Seared, even by other Trolls who, despite their infamous 

stupidity, do not wish to share their curse. 
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4 | Bile Troll 6 2 1 5 5 Monstrous Infantry 3-9 60 per model 
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Bb EQUIPMENT Infected Vomit: The stew of plagues and meat maggots that swim 
6 Suppurating claws, fangs and rusted cleavers (hand weapon) in the guts of the Bile Trolls is so infamous and horrific it has 
given these creatures their name. Instead of attacking normally, the 
* a SPECIAL RULES unit may forgo its usual attacks to make an Infected Vomit attack. 
: ’ Fear, Stupidity, Poisoned Attacks, Regeneration (5+) - see the Choose one enemy unit in combat with the Bile Trolls, every Bile 
Warhammer rulebook. Troll in base contact with this unit inflicts an automatic Strength 
; 5 hit with no Armour saves allowed. This hit also has the Multiple 
: The Mark of Nurgle: Vile beyond belief and shrouded with Wounds (D3) rule. These attacks are treated as magical. é 
) leprous vapours, the Bile Troll is difficult to target. Ranged attacks 2 
that target them are at -1 to hit. Models that target them in close ee 
combat strike at -1 WS. a): 
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and rare beasts even among their storied k 


Sometimes known to dark Legend, are strange 
2, 
al 


‘ said according to arcane lore when a 


born i 
dragon lair in which it is spawned has become 


saturated by Shyish, the Amethyst wind of death, 
which 


athered and magnified with the heart 


; 
dragon to be born. They are named 


jor their stran 


: sin and harder than steel, which begin a deep 
ruby red u hen they arey Oung, darkening into a 
purple so deep as to be almost black as they age, 
Carmine Dragon er, clever and deadly 
creatures, and considered spectres of death in 
ient tales, and one’s appearance in the : 
é zs omen that 
puted to lair 
as€ On a great Scale, for in some way 
: aid to feed their > 
s of the dead whisper to 
is tridy terrible to : 
ser submit to 
M WS BS Troop Type Unit Size 
Carmine Dragon 6 5 - 5 6 6 5 6 8 Monster 1 
Emperor Carmine Dragon 8 8 - 8 9 9 7 8 10 Monster 1 700 
SPECIAL RULES Coruscating Blast: The Carmine Dragon's breath weapon isa : 
Terror, Large Target, Fly, Scaly Skin (2+) see the Warhammer sorcerous blast of powerful Amethyst magic capable of withering 
rulebook. metal and rendering flesh to dust as if millennia had passed in 
mere seconds. This breath weapon works similarly to determining : 
a f Magic (Emperor Dragon): Some Emperor Dragons are mighty the effects of a cannon shot (see the Warhammer rulebook). The 2 
a. wizards in their own right, able to instinctively wield the power of the maximum range of the attack’s target point is 12” away from the 
winds of Magic. Emperor Carmine Dragons may be bought up to four monster and may be targeted just like a normal breath weapon. ; 
Wizard levels for 35 points each. These spells are always drawn from After the target point has been selected, roll the Artillery dice to ; ; 
the Lore of Death. create a line of effect for the blast trayelling in a straight line away 


from the dragon (just as for determining a ‘bounce’ fora cannon 
shor). A Misfire result should be re-rolled. Any model caught in the 
line of the blast suffers D3 wounds, with no Armour sayes possible. 
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Toad Dragons are huge, reeking, primeval horrors, 
They are for the fate of the world blessedly few 

in number, and confined largely to the trackless, 
otherworldly fens known as the Cold Mires under 
the coruscating skies of the uttermost north. These 
colossal beasts are near-mindless, violent and almost 
impossible to kill, and have a dire repute in the 
legends of the Northern Wastes which name them 
Jor their appearance and raw power, when in truth 
they are perhaps far closer to the lumbering beasts 


f 
; that inhabit the jungles of Lustria, than the true and 
¢ ancient lineages of dragon-kind. 


i L The strength ofa Toad Dragon is prodigious, as is 

© its appetite, while its tainted breath is so corrosively 
: Soul it can liquefy flesh and whither steel in mere 

| moments, Those it does not devour or smash flat it 
can smother beneath its feculent bulk as it crawls 
across the earth — its questing tongue darting out 
with terrifying speed to snatch up more victims to 
disappear down its yawning maw. 


ri. . Pad 
4 ; M WS BS S T Ww I ALD Troop Type Unit Size Points 
Toad Dragon 8 4 0 i i 10 2 + 6 Monster 1 350 ‘4 
4 ¥ , : 
i SPECIAL RULES Unspeakable Foulness: A Toad Dragon may exhale a blast of flesh- 
} ERO Large Target, Scaly Skin (3+), Immune to Psychology, and rotting foulness from his gaping jaws. Any unfortunates caught 
Terror (see the Warhammer rulebook) in the path of this tide of horror suffer the most appalling fate 
imaginable as their flesh sloughs from their bones and their lungs 
Colossal Beast: Such is the vast size of the beast, it is uncommonly _ fill with blood and pus. This is a breath weapon attack and any 
hard to kill by ‘normal’ means. Its bulk and resilience is such that model caught within its template is automatically hit and must take 
arrows and blades are of little more account than pinpricks and a Toughness test at -1 or suffer D3 wounds. No armour saves may 
even cannon fire, and powerful magics must strike at the vitals of be taken against this attack, 


Such a creature in order to slay it. 


Tongue Lash: In addition to the Toad Dragon's normal attacks, 


The creature may only be wounded by attacks of Strength 4 or it may also make a single special lash attack with its befouled and 

higher, and regardless of an attack’s strength, the great beast may venomous slurping tongue. This single attack may be inflicted 

never be wounded on better than a 3+. against any enemy model in base contact with the Toad Dragon; it ; 
) is a Strength 4, Poisoned attack with the Always Strikes First rule, a 
J Hfthe great beast is subject to a magic spell or special attack that Should the victim survive, they suffer -1 to hit that combat turn. ie 


would cause it to be slain outright, it suffers D6 wounds instead. 


This creature is so massive it can crush dozens beneath its bulk and 
annihilate great swathes of men with a lash of its tail. The monster's 
Thunderstomp inflicts 2D6 hits. 
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Author's Afterword 


Hello there! Well, if you're reading this afterword, I think it’s safe to 
assume you've also read the story that has gone before it, the story of 
Tamurkhan, and I hope you've enjoyed it. 


of imagery, game design, fiction and above all the shared experience 
of hobbyists and tabletop battles. Wathammeris a dark world of 
deadly battle.and perilous adventure — a realm of magic and glory, 
savagery and strife that has its own essen¢e and feel thar sets it 
apart from mere ‘generic’ fantasy and I hope we have captured that 
thrilling and unique essence here. In order to do this wé took what 
is one of rhe central themes of the Warhammer world — the threar 
of Chaos, and personified it in one-warlord, Tamurkhan. In doin 
so I hope we have Woven a grand saga of battle in the tale of the 
Maggot Lord and his ultimately doomed quest to seize the power 


Tamurkhan: Throne of Chaos is the first in what will be an ongoing 
. Setiés of books produced by Warhammer Forge, just in the same 
: way that our popular Imperial Armour books have been produced 
| 5 by Forge World. What this has meant for us is the chance to 
Ne do something new and different, and has provided a wonderful 
| opportunity to delve into the unique world of Warhammer and 


a tell the same kind of far-reaching stories set in this exciting and of Daemonhood for himself while great armies clash, monsters 
dark milieu just as we have for Warhammer 40,000. ‘This has also run amok and cities burn. Key to this has also been allowing our 
presented an interesting challenge (albeit a hugely erijoyable one), talented model designers to create some great models for you to 
borh in terms of narrative style and production. The results of which use in your games, and the ability to play Warhammer in new and 
are yours to judge, and if you have any feedback we'd love to hear * interesting ways, as well as fight out Tamurkhan’s quest for conquest 
from you. I'd particularly'tike to sing the praises of our illustration for yourselves. 

bs and production crew, ‘who I think have done a truly fabulous job in 
; : bringing £6 life both my writing and adding lashings of their own [also hope we've shown you something new and unfamiliar regards 
; imagination and invention to the book, making it more than I could the Warhammer world you already know — be they strange ahd 
have hoped for. deadly lands that have been up until now no more than words ona 
3 map, or the inner workings and strife of a Chaos horde, or perhaps 
A yery big part of the challenge in producing Tamurkhan was doing the capricious maleyolence of the Dark Gods made manifest. This is 
» the world of Warhammer ‘justice’ so to speak: The Warhammer an example of what we mean to do in the future — shine a spotlight 
*yorid is a very unique and singular creation, built up through years on parts of the Warhammer world that may be familiar or less 
well known, and tell exciting and engrossing stories, and of course, 
al : expand and enhanceyour games of Warhammer and the enjoyment 


"you can get out of your hobby. 


Ironly remains for me to thank everybody who has-been inyolyed 
in the production and creation of this book, from its inception to 
playtesting..I couldn't have done it without you. 


Thanks 


Alan Bligh 
. : , July 20 
forgeworld@games-workshop.co.uk 
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Chaos Dwarf Dreadquake Mortar 


The full range of finely detailed 
Warhammer Forge resin miniatures can 
be found at www.forgeworld.co.uk/Warhammer 


_Jo request a catalogue or sign up to the Warhammer Forge 
| newsletter -to receive news of the latest releases first, e-mail your. 
© name and address to fucatreg @games-workshop.co.uk. 
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